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AHOTANIA

[TosicHIOBaTbHA 3aMMCKa 0 KBaTi(iKamiiHOT poO0TH OakaiaBpa CKIadaeThCs
31 BCTYIy, YOTUPHOX PO3JLIIB, BHCHOBKIB, CIUCKY BHUKOPHUCTaHMX JiKepen 1
JOTHPHOX JOJATKIB. 3arayibHUN oOcsar podotu ckiagae 80 cropiHku, 13 skux 48
CTOpiHKM OcHOBHOI yacTuHM 3 20 pucynkamu, 1 tabnunero, 17 HaliMeHyBaHHSIMU
CIIUCKY BUKOPUCTAHUX JKEPEII Ta YHOTUPMA J0JATKAMH.

Memoro xBanmidikaiiiiHoi poOOTH € BHUPIIIEHHS MPOoOJeMH CKIIaJIHOCTI Ta
JOCTYITHOCTI peasii3alii 1HTEPaKTUBHHUX CLEHApPiiB y KOMII IOTEPHUX Irpax 4epe3
BIIPOBAPKEHHS MOJTYJIbHOI CHCTEMHU, OPIEHTOBAHO1 HA OTPEOU 1H11-pO3POOHHUKIB.

00°’ckm 0ocnidrcennn — NPOIEC MPOCKTYBAHHS Ta pealii3allii CUCTEMHU JJIst
YIOPAaBJIIHHS CIIEHApisIMU Ta BUOOpAaMU I'paBIIiB y BiAeoirpax.

Ilpeomem oocniorycenna — apxitektypa Ta (yHkiionan backend cucremu
JUUIsl YIIPABIIIHHS CLIEHAP1SIMU, SIK1 3a0€3MeUyI0Th 1HTEPaKTUBHICTb, HEIHIAHICTh Ta
BpaxyBaHHS BUOOPY KOpHUCTYyBaya B rpaiuHUX MPUTOJHUIIBKUX 1Tpax.

Ilpoonema, sxy Bupiirye kKpamidikaiiiiHa poOoTa, MOJArae BIJICYTHOCTI
JOCTYIIHOTO, THYYKOTO Ta MAacIITa0OBAaHOTO 1HCTPYMEHTY JUIsl 1HTerparii
MEXaH13MiB YNPaBIiHHA CIIEHAPIsSIMU B Irpax. [CHyt0U1 PIIIEHHS YaCTO € CKIATHUMHU
y BUKOPHUCTaHHI Ta MIATPUMILI, MalOTh OOMEXEHUI (PyHKII0HAN a00 € MIaTHUMH,
110 CTBOPIOE Oap’€pu ISl 1HA1-PO3POOHHUKIB.

Oobnacmsb 3acmocysannsn — po3poOdKka KOMIT IOTEPHUX 1TOP 3 IHTEPAKTUBHUMU
ctoketamu. Backend cuctema moxke OyTM BUKOpPUCTaHa 1HAI-pO3POOHHKAMHU,
ITPOBUMH CTYAISIMU Ta TuIaTGopMaMu Uisi CTBOPEHHS TpadiuHUX TPUTOTHHUIIBKUX

1rop 3 HENIHIMHUMU CLEHAPISIMHU.

Knirouosi cnosa: backend cucrema, Unity, C#, rpadiuna nmpuroHuIIbKa Tpa,

IHTEPAKTUBHUI CIOXKET, CLIeHapii, BUOIp KOpUCTyBaya, MpOrpaMyBaHHS.



ANNOTATION

The explanatory note for the bachelor's qualification work consists of an
introduction, four chapters, conclusions, a list of references, and four appendices.
The total volume of the work is 80 pages, including 48 pages of the main part with
20 drawings, 1 tables, 17 references, and four appendices.

The goal of the qualification work is to solve the problem of the complexity
and accessibility of implementing interactive scenarios in computer games through
the implementation of a modular system focused on the needs of indie developers.

The object of research is the process of designing and implementing a system
for a managing scenarios and player choices in video games.

The subject of research is the architecture and functionality of the backend
system for managing scenarios that ensure interactivity, non-linearity, and
consideration of user choices in graphic adventure games.

The problem that the qualification work addresses is the lack of an accessible,
flexible, and scalable tool for integrating script management mechanisms into
games. Existing solutions are often difficult to use and maintain, have limited
functionality, or are paid, which creates barriers for indie developers.

The area of application is the development of computer games with
interactive plots. The backend system can be utilized by indie developers, game
studios, and platforms for creating graphic adventure games with non-linear
scenarios.

Keywords: backend system, Unity, C#, graphic adventure game, interactive

plot, scenarios, user choice, programming.
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BCTYII

VY cydacHOMY CBITi BiICOITPH CTAJIM HEB1I'€EMHOIO YaCTUHOIO PO3BaKATBLHOI
1HAYCTpii, IO AKTUBHO PO3BUBAETHCS. 3POCTAIOYMI TMONMUT Ha I1HTEPAKTHBHI
CIOJKETH, SIKI JIO3BOJISIIOTH KOPUCTyBayaM BIUIMBATH Ha PO3BUTOK MOMIN y Tpi,
BHMarae CTBOPEHHs e(h)eKTUBHHX PIIICHb JJIS1 YIPABIIHHS CIIEHAPIsIMU Ta BHOOpaMu
rpasiliB. Oco6MBY yBary npuBepTaroTh rpadiyHi MPUToIHULIBKI ITPH, A€ TOJTOBHUM
€JIEMEHTOM € 3aTy4YeHHsI KOpUCTyBaua 4yepe3 YHIKaJIbHI 1CTOpIi, K1 pearyoTh Ha iX
BUOOpH.

AKTyanbHicTb po6oTn. CTBOpeHHs backend cucreMu 11t IHTEpAaKTUBHOTO
YIOPABIIHHS CLIEHAPIAMH Y Bi1IEOITPAX J103BOJIsI€ 3a0€3MEYNTH HEMHIMHUIA PO3BUTOK
CIOJKETY, 30UIBIIYI0YN ITMOMHY B3a€MO/I1 rpaBlisd 3 iIrpoBUM cBiTOM. He3Bakaroum
Ha HAasBHICTh ICHYIOUMX pillleHb, 0ararto 3 HHUX MalTh OOMEXEHHS MI0JI0
MacmTabOBaHOCTI, 3PYYHOCTI 1HTErpauli Ta ajanTaiii MmiJ KOHKPETHI MOTpeOu
po3poOHUKIB. BukopucTaHHs cydacHUX TEXHOJIOT1H, TakuX sK pymriid Unity Ta MoBa
nporpamyBaHHsi C#, BIIKpUBAa€ MOKJIMBOCTI JJisi CTBOPEHHSI ONTHUMI30BaHOI,
MOJIyJIBHOT Ta aJJalTUBHOI CUCTEMH YIIPABIIIHHS CIICHAPISIMH.

MeTo10 10C/iIsKeHHs € BUPIIICHHS MPOOJIEMH CKJIAIHOCTI Ta JOCTYITHOCTI
peainizallii IHTEpaKTUBHUX CLIEHAPIiB Y KOMIT I0TEPHUX 1rpax yepe3 BIPOBAKEHHS
MOJYJILHOT CHCTEMH, OPIEHTOBAHOI HA TOTPEOU 1HA1-PO3POOHHKIB.

O06’€eKT H0CTiTAKEHHS — MPOIEC MPOCKTYBAHHS Ta peatizallii CUCTEMH IS
YIOPAaBJIIHHS CIIEHApisIMU Ta BUOOpAaMU T'PaBIIiB y BiAeoirpax.

MeToau IOCTiIKEHHsI: METOAM aHali3y ICHYIYHX pIIlIeHb, PO3pOOKa
apXITEKTYpH CUCTEMH, TECTYBAHHS IHTEPAKTUBHUX MEXaHIK.

IIpeamMer pociaigxeHHss — apXiTekTypa Ta (DYHKIIOHAJIbHI MO>KJIMBOCTI
backend cuctemu qns  3a0e3medeHHS IHTEPAKTUBHOCTI, HENIHIMHOCTI Ta

aJIalTUBHOCTI I'POBUX CLIEHAPIiB.



3aBIaHHA TOCTiIKEeHHA:

1. TIlpoanamizyBaTu ICHyOUl pIIICHHS IS YOpPaBIiHHSA CIEHApISIMHU B
rpadiuHuX MPUTOAHULIBKHUX ITpax.

2. Po3pobutn apxitektypy backend cucremu, sika 6a3y€eThCcsi HA Cy4acHHX
M1X0ax 10 T00yI0BU MPOTPaMHOTO 3a0€3MeUEHHS.

3. PeamizyBatu QyHKITiOHAT 1711 pOOOTH 3 THTEPAKTUBHUMH JTiaJIOTaMH,
BUOOpaMU KOPUCTYBAUiB Ta iX HACIIKaMH.

4. IdTerpyBaTH CHUCTEMY 3aJIeKHOCTEH 3 BUKOPUCTAHHAM Zenject st
3a0€3Me4YeHHs THYYKOCT] Ta MacIITa0OBAHOCTI MPOEKTY .

5. Ilposectu tectyBanHs backend cuctemu Ha 0a3i CTBOpPEHOi Ipu Ta

OI[IHUTH i1 €()EKTUBHICTb.



PO3JLI 1
OIJISII ICHYIOUMX PIIIEHD

1.1. Anani3 cyyacuux backend cucrem sl iHTepaKTHBHUX irop

Backend cuctemMu ns iHTEpaKTHMBHUX Irop 3a0€3MeYyrOTh OCHOBY JIJIs
peaitizailii CKJIaJIHUX CIOKETIB, SIKi 3MIHIOIOThCSA 3aJI€5KHO BiJl BHOOPIB rpaBlisd. Bonu
JTIO3BOJIAIOTH CTBOPIOBATU IHTEPAKTHUBHI, HEIIHIMHI 1CTOPIi, SIK1 MABUITYIOTh PIBEHb
3aHYpEHHS KOPUCTYBauiB y IrpoBUi mporiec. Y rpadiyHuX MPUTOAHHUIIBKUX 1rpax
U (QYHKUIOHANIBHICTh € KPUTHYHO BAXKJIMBOK, OCKUIBKM OCHOBHUN AaKUEHT
pOOUTHCS Ha CIOKET1 Ta BUOOPI.

Ha cydacHoMy puHKY MOXXHA 3HAaWTHU JACKUIbKA MIAXOJIB 1 PIIICHb JJIs
0OyZIOBH TAKUX CHCTEM:

CyuacHi anajorn backend cucrem

Jliamorosi cucremu Ha ocHoBi JSON a6o XML

IlepeBarm:

- [IpoctoTa y BUKOpHCTaHHI Ta BHeceHH1 3MiH: Qaitimn JSON abo XML nerko
peaaryrThCs HaBITh 0€3 TJIMOOKUX TEXHIYHUX 3HAHb.

- Jlerka inTerpariist 3 6aratbMa pyunismMu, Batodatoun Unity.

-  MoOXIMBICTh CTBOPEHHS BEJIMKUX pO3rajly’K€HHUX CLEHapliB 13
MIHIMQJIBHUMH BUTPAaTaMH PECypCiB.

Henouikn:

- BigcyTHicTh BOyJOBaHUX MEXaHI3MiB JJIsl 3a0e3MeUYeHHs JOTIKU CIIeHapIiB
(epeBipKU CTaHIB, 3aJICKHOCTEH).

- OOMexeHl MOXJIMBOCTI JUIsl MaclITa0yBaHHS y BEJIMKUX IMPOEKTaX, IO
BUMAararoTh 1HTErpallii CKJIaJHUX 3aJICKHOCTEH.

KgecroBi cucremmn B irpax ""The Walking Dead", "Life is Strange",
"Detroit: Become Human"'

IHepeBarmu:

- 3a0e31euy0Th BUCOKUM PIBEHb IHTEPAKTHBHOCTI.



- BukopucToByI0Th YHIKaIbHI CUCTEMH IS BICTEKEHHSI BUOOPIB IpaBLIs Ta
HaCJIIJIKIB IIUX BUOOPIB.

- [linTprMKa HETHIAHOTO CIOKETY 3 PI3HUMU KiHIIIBKaMHU.

HenoJjiku:

- Peastizariisi Takux CHUCTEM 4acTO € BHYTPIIIHBOIO 1 HEJOCTYIHA JIJIsl 1HITUX
PO3pOOHUKIB.

- Bucoxkwuii piBeHb CKIaAHOCTI MIATPUMKH BEJTUKHUX CIICHAPIiB.

- Benuka BapTicTh po3po0OKH uepe3 CKIQIHICTh 1HTerparlii 6araTb0X MEeXaHik.

NodeCanvas i Dialogue System for Unity

NodeCanvas — 1ie iHCTpyMeHT i TOOY/TOBH JIOTiKH Ha OCHOBI rpadis.

IlepeBaru:

- [nTyiTuBHU rpadiunmii iHTepdelic 1y To0yI0BU CLIEHAPIiB.

- [linTpuMKa HeNHIMHUX CLUEHaPIiB.

Henouikn:

- OOMexeHa THYUKICTh, K0 HEOOX1JHA CKJIa/IHA JIOTIKA.

- HeoOx1aHICTh 1OAATKOBOTO HAJAIUTYBaHHS IJIsl IHTErpamii y cnerudiuHi
IIPOEKTH.

Dialogue System for Unity — monynsipHa cuctemMa Jijisi CTBOPSHHS J1iaJIoTiB.

IHepeBarmu:

- MOXJTUBICTh CTBOPEHHSI CKJIQIHUX JI1QJIOTIB 13 pO3TalyKEHHSIMHU.

- InTerpamis 3 Unity Ta 1HII1 KOPUCHI (PYHKITII.

Henouikn:

- CxknagHicTh MacITA0yBaHHA Y BEJIMKUX MPOEKTAX.

- Bucoka 3anexHicTb BiJl iHcTpyMeHTiB Unity, 1110 YCKIIQIHIOE BUKOPUCTAHHS

B IHIIIUX CEPEOBUIIAX.

Anayorn Ha Unity Asset Store
Ha Unity Asset Store mnpenactaBieHO HeOaraTo BHCOKOSKICHHX CHUCTEM

YOPABIIHHA CIEHApisiMU. BUIbLIICTh AOCTYNHUX pillleHb € abo IIaTHUMH, abo



3aCTapiIMMU, SIKi BAKOPHCTOBYIOTh METOAH, Ha siKi UNity BUKHIa€E monepenKeHHS.
Cepen 0€3KOLITOBHUX pIllIEHb € JIMIIE OJIHA CHCTeMa, sika 3abe3mneuye 0a3zoBUi
(GYyHKIIIOHAT 1 MAXOIUTH MEPEBAXHO I MPOCTUX ITOP 3 HECKIIAJHOIO JIOTIKOIO, J10
TOTO K 1151 cucTeMa Oyia Hanucana i Bepcito 2018.2.12f1, mo sBnseTbess JOCUTH
3acTapijioro.

IlepeBaru icCHyO4HX pillieHb:

- 'oTOB1 10 BUKOpHCTAaHHS 06€3 HEOOX1THOCTI PO3POOKH 3 HYJIS.

- Jleski 3 HMX MawTh BOYJIOBaHI peIakTOpu CIeHapliB 13 rpadidHUM
1HTEpPEecoMm.

- [nTerposani 3 iHmMMY iHCTpyMeHTaMu Unity, Takumu sik animartist ta Ul

Heponiku:

- Bucoka BapTicTh 6aratb0x cy4acHUX pilI€Hb.

- BiACYTHICTh MIUPOKHUX MOKJIHUBOCTEH JUIS CKJIQJAHUX Ta HEJIIHIMHUX
CIIeHapliB y O€3KOIITOBHUX BEPCISIX.

- Po3po6neni mig crapi Bepcii Unity 0€3KOIITOBI Ta HaBITh JAESKI IUJIATHI
CHUCTEMH.

- OOMexeHI MOKJIMBOCTI KacToMizailii, IO YCKJIaAHIOE aJanTalfiio Mij

KOHKPETHI IMOTPEeOU MPOEKTIB.

Henoniku cyyacHux pilieHb

- MacmiraboBaHicTh. Y BEIMKHX MPOCKTAaX YaCTO BUHHMKAIOTH TPYIHOIII 3
MIJITPUMKOIO BEJIMKUX ClLieHapiiB. Hampukiaa, posraimykeHi JiajJord Ta CKJajgHa
JIOT1Ka MOXYTh 3pOOUTH CUCTEMY TPOMI3IKOI0, 10 YCKIIATHIOE BHECEHHS 3MIH.

- I'myukicts. barato pimenb, 0COOJIMBO KOMEPIIHHUX, IPOMOHYIOTh
oOMexeHUl Hallp (QYHKIINA, 10 3MYIIye PO3pOOHMKIB aJanTyBaTH MPOEKT [0
MOXJIMBOCTEN CHUCTEMHU, a HE HABITAKHU.

- Inrerpamisi. IcHyrO4l cucTeMH MOXYTb BUMaratd 3HAYHOTO dYacy Ha

HaJAIITyBaHHS Ta aanTaIlio 10 creudiku MPOEeKTy.
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Bumoru 10 cucremu, siky MH po3po0.JisieMo

Ha ocHOBI aHamizy cydacHHX pillleHb MOXXHa C(OpMYJIIOBaTH OCHOBHI
BuMorH J10 backend cuctemu, sika cCTBOpro€ThCs crierianbHO 1t Unity:

- 'myukicTh y mo0ynoBi cuenapii. Cucrema mMae miITpUMyBaTH CKIIAIHI
pO3rayKeHHs CI0KeTy 0e3 3aliBUX 0OMEXKEHb.

- IIpoctoTa BukopucTaHHsl. HaBiTh y CKIaIHUX MPOEKTaX PO3POOHUKH
MMOBUHHI MaTH MOKJIMBICTh IIIBUKO 3MIHIOBAaTH a00 J10/1aBaTH ClICHAPI.

- Inrerpamis 3 Unity. [loBHa CyMiCHICTh 13 pYIIIEM, BKJIIOYAIOYU
BUKOPHUCTaHHA BOYI0BaHUX MOXJIMBOCTEM, TaKUX sIK aHimalii, Canvas 1 Zenject aJis
YIPABIIHHS 3aJI€KHOCTIMH.

- Onrumizanisa. Cuctema MoBHHHA OYTH JIETKOKO ISl POOOTH HaBiTh Ha
MPUCTPOSX 13 CEPEIHIMHU XaPAKTEPUCTUKAMH.

Po3pobka BiacHOi cucTeMu, siKka BIAMOBIJAE ITUM BHUMOTaM, JO03BOJIUTH
YCYHYTH OOMEXEHHS ICHYIOUHX pIlIeHb, 3a0€3Me4Yylourd BUCOKY aJIallTUBHICTD,

IHTEPaKTUBHICTh Ta JIETKICTh IHTErpallii y MalOyTHI MPOEKTH.

1.2. MopiBusinnsa Unity Tta inmux pywiiB (Unreal Engine, Godot,
CryEngine)

Bubip pymiis qu1s peanizalnii Haloro NpoeKTy € KPUTHYHO BaXKIIMBUM, aJIKe
BiJl HBOTO 3JICKUTh HE JUIIE €(PEKTUBHICTH PO3POOKHU, alie i MOMKIHUBICTH
peanizyBaTd BCl TIOCTABJICHI 3ajayil: HEIIHIWHICTD CIOKETY, IHTEPAKTHBHICTbH
BUOOPIB KOPUCTYBAYIB 1 ONTUMI3ALII0 JJisl pi3HUX TiaTdopm. Cepen momyIspHUX
pyIIiiB, SKi aKTHBHO BHKOPHCTOBYIOTBCSA y ranmysi, Buauisstorbes Unity, Unreal
Engine, Godot 1 CryEngine. KoxeH 13 HUX Mae CBOI mepeBaru Ta HEAOJIKH, SKi
BHU3HAYAIOTh 1XHIO MPUAATHICTH JIJIsl pealli3allli KOHKPETHUX 3aj1ay.

Unity

Unity — me oauH i3 HaWOUIBII  yHIBEpCAIBHUX  PYIIiB, SKUAH

BUKOPUCTOBYETHCS SIK 1H/1-PO3POOHUKAMH, TAK 1 BEJIUKUMU CTYIISIMU.
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IlepeBaru:

- MyabsTumiaargopmuicts: [ligTpumye nonaa 25 miaatdopM, BKIOYAIOYU
[1K, Mo6impHI mpuctpoi, koHcomi, VR/AR Tompo. Ile mae MOXIMBICTH JIETKO
a/IarTyBaTH HAaII MPOEKT JJISl PI3HUX MPUCTPOIB.

- I'myukictb: 3aBasku URP ta HDRP Unity no3Bossie HamamToByBaTH
rpadiky BIAMOBIAHO 10 mMOTped: Bix 6a30BOT onTuUMI3aIiil s CIAOIIMX MPUCTPOIB
JI0 BUCOKOSIKICHOT rpadikHu.

- 3pyunicts mnporpamyBaHHsi: Bukopucranas C# sSK OCHOBHOI MOBH
JIO3BOJIIE ~ IIBUJIKO  peali3oByBaTH (PYyHKI[IOHAJ Ta 3a0e3medyye  BUCOKY
YUTAOCIBHICTD KOJY.

- Po3BuHeHa exkocucrema: Asset Store MpONMOHye BEIUYE3HY KUIBKICTh
TOTOBHX PIIIEHb, K1 MOKYTh OYTH aJanTOBaH1 10 HAIIOTO MPOEKTY.

- JlokymeHTanisi Ta cmijibHoTa: Unity Mae OJHY 3 HaWOLIBIIMX Y CBITI
PO3POOHUIBKUX CHUIBHOT, II0 3a0e3nedye MIBUAKUN JOCTYN A0 iH(popmalii Ta
BUPIIIECHHS TTPOOIIEM.

Heponiku:

- O0mexena rpagika: Ilonpu cyrreBuii nporpec, Unity mocTtynaeTbcs
Unreal Engine y cTBOpeHHI (OTOpEaiCTUYHUX CIICH.

- IIpoOJiemu 3 BeTMKUMM BigKpuTUMH cBiTamu: Unity OuUTbLIE MIIXOIUTh

JUTSL ITOP 13 TOMIPHUM PIBHEM JIeTalli3allii Ta MEHIIIOK KUTBKICTIO 00’ €KTIB.

Unreal Engine

Unreal Engine € omHuM 13 TPOBIAHMX PYIIiB AJii CTBOPEHHS 1rop i3
pPeaTICTUYHOIO TPadiKOI0 Ta CKIATHUMU MEXaHIKaMHu.

IIepeBarm:

- I'pagika: Unreal Engine 3a6e3neuye goropeanictuuny rpadiky 3aBasKu
nepe0BUM TEXHOJIOTISM, TakuM K Lumen Ta Nanite.

- MacmTadHicTs: [1i1xoauTh 11 CTBOPEHHS BEIUKUX BIIKPUTHUX CBITIB 13

BHUCOKHM PIBHEM JIeTasi3arlii.
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- Blueprints: TactpyMeHT asisi Bi3yallbHOTO MPOTPaMyBaHHS, SIKAW JO3BOJISIE
peaiizyBaTH CKJIaJIHY JOTIKy 06€3 TTMOOKUX 3HAaHb MPOTrpaMyBaHHS.

Henouikn:

- Cxaaadicts ocBoeHHsi: Buxopucranns C++ T1a cneuudiuaux
HaJIAIITYBaHb BUMArae 3Ha4HOT'O JIOCBIY Ta 4acy.

- Bucoki cucremni Bumoru: Unreal Engine BuMarae moTy>XKHOTO

oOJiaTHaHHA K JIJ11 pO3pOOHMKIB, TaK 1 JJIs KIHIIEBUX KOPUCTYBaYiB.

Godot

Godot € pymiieM 13 BIAKPUTHM BUXITHUM KOJOM, OpI€EHTOBAaHUM Ha 2D- Ta
HeBeJMKI 3D-MPOEKTH.

IlepeBaru:

- [ToBHA 0€e3KOIITOBHICTh: BiJICyTHICTH JIEH31MHUX OOMEKEHb.

- JlerkicTh ocBo€HHs: [HTEpdeiic 1 TOKyMEeHTAaIllg aJalTOBaHi JjIsl HOBAUKIB.

- Husbki cuctemui Bumoru: Godot mpaiitoe HaBiTh Ha CTapUX MPUCTPOSIX.

Heponiku:

- O0MmexeHHss i ckiaagHux 3D-nmpoekriB: [1igxoauTh nepeBaXxHO A
MPOCTHUX 1TOP.

- Mana cnisibHoTa: OOMEXeHa KUIbKICTh TOTOBHX PIIIEHb 1 HaBYAJIBHHUX

MaTepiais.

CryEngine

CryEngine crierianizy€eThCcsi HA BUCOKOSIKICHIH Tpadilli Ta BEIUKUX BIIKPUTHX
CBITax.

IIepeBarm:

- I'padika: Bucokwuii piBeHb neramizaiiii 3aBIsiKd MEPEJOBUM aJITOpUTMaM
OCBITJICHHSI.

- IlinTpuMka BiZIKpuTHX CBIiTIB: [1ealbHO MAXOIUTH I CTBOPCHHS

MacIITaOHHUX IFPOBUX IPOCTOPIB.



Henoaiku:

- CKJIagHICTh OCBOEHHSA:

1HCTPYMEHTIB.
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Bumarae 3magps C++ Ta choemiaigi3oBaHUX

- Menma nomyJsipHicTh: BiicyTHICT IUPOKOT CHIIBHOTH PO3POOHUKIB Ta

oOMe)XeHa JOKyMeHTallisl.

Taonuuys 1.1.
IopiBHAAHHSA PyUIiiB
XapakTepucTHKA Unity Unreal Engine Godot CryEngine
Moga _ _
C# C++, Blueprints || GDScript, C# C++
NporpaMmyBaHHA
IIpocrora
Bucoxka Hwuspka Jlyxe BuCOKa Hwuspka
OCBOEHHHA
I'pagika Xopoma |[Doropeanictuynal| Cepemus || Doropeanictuyna
MyabTH- 25+ 10+
10+ natdhopm 5+ nnatdopm
mwiaropmHuicTs | miarhopm iaThopm
beskomrtoBHO| be3komToBHO [ToBHiCTIO be3komToBHO
Bapricrs
(YMOBH) (YMOBH) 0€3KOIITOBHO (ymoBH)
Exocucrema Bemuka Bemuka Maia Cepenns
Onrumizanis I'myuka Bumornusa [TomipHa Bumornusa

Yomy odpano came Unity

Unity € i1eanbHUM BUOOPOM JJIsI HAILIOTO MPOEKTY 3 TAKUX MPUYMH:

- IIpocrora peanizamii. 3aBnsku BukopuctanHi C# po3poOka JIOTIKU

BUOOPIB 1 CLIEHAPIiB CTA€ MIBU/IIION, IHTYITUBHIIIO Ta MEHII 3aTPATHOIO

32 YacOM MOPIBHSHO 3 MOBaMHM MPOrpamMyBaHHS 1HIIMX PYIIiiB, TAKUX K

C++ B Unreal Engine un CryEngine.
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- Onrumizanis. Unity 103Bosisie aganTyBaTH TMPOEKT 10 MPHUCTPOIB 13
CEpEeIHbOI0 MPOYKTUBHICTIO, 3a0€3MeUyloun IJIaBHYy poOOTYy HaBITh Ha
KOMIT'FOTepax 3 00MEeXEHUMH PECYpPCaMH.

- Po3BuHeHa cniiibHoTa. Bennuesna 0a3a 3HaHb, BENHMKAa KUIBKICTb
HaBYaJIbHUX MaTepiaiiB, FOTOBUX pilieHb y Asset Store Ta akTHBHa
CHUTBHOTA PO3POOHUKIB 3a0€3MEUyIOTh IBUAKE BUPIIICHHS MPOOIeM, sKi
MO>XKYTh BUHUKHYTH 111 4aC pO3pOOKH.

Takum ymHOM, Unity imeanbHO BIJMOBIJA€E MOTpeOAM HAIIOTO MPOEKTY,
3a0e3neuyroun BCl HEOOXiAHI I1HCTPYMEHTH Jii CTBOPEHHS IHTEPAKTHBHOIO
HEJTIHIHHOTO CIOKETY, OINTUMIZAIlI0 A PI3HUX MPUCTPOIB Ta MIIATPUMKY
ctwii3oBaHoi rpadiku. Ilell pymid mMoOe€AHye THYYKICTb, 3pY4YHICTh Ta

MPOAYKTUBHICTh, III0 POOUTH OTO HAWKpaIM BUOOPOM JIJisi peasizallii 3aBJaHb.

1.3. IIpobeMu Ta 0OMeKeHHS iCHYIOUMX CHCTEM

Cyuachi backend cuctemu isi 1HTEpaKTUBHUX 1MOp BIAITParOTh KIIOYOBY
poJIb y 3a0€31eYeHH] HEMIHIMHOCTI CIOKETY Ta YNpaBIliHHI BUOOpaMU KOPUCTYBayiB.
[Ipore HaBITh HaWMOMYJAPHILI PIMIEHHS CTUKAIOTBCA 3 HU3KOIO MpodiieM 1
oOMEXeHb, SKI BIUIMBAIOTh Ha I1XHIO €(EKTHUBHICTh, THYYKICTb 1 3PYUHICTh
1HTerpanii.

IIpo6siemu 3 MacIITAa0yBaHHAIM CIIeHAPIiB

Irpu 3 Oararoraiy3eBUMH CICHApISIMH CTHKAIOTHCS 31 CKIQIHOIIAMU B

YIOPAaBIIHHI Ta PO3LIMPEHHI CLICHAPIiB.

Ycki1agHeHHsI CTPYKTYPH CLHeHAapiiB:

- Backend cucremu, o 6a3yrotecs Ha JSON a6o XML, MOXXyTh cTaTh HaJITO
CKIIQIHUMU N7 00POOKH, KOJIM KUTBKICTh BUOOPIB 1 PO3Tally’>KeHb CYTTEBO 3POCTAE.

- BiJICyTHICTh IHCTPYMEHTIB [Jii aBTOMAaTH30BAHOTO 3B’SI3YBAaHHS MOMAIN 1
MIEPEBIPKHU JIOTIKHM MPU3BOIUTH JI0 TIOMUJIOK y CIICHAPISX.

Bucoka tpyaomictkicTs: IliqTpuMka BeTUMKHUX CIIEHApIiB CTa€ CKJIAJHOIO

yepe3 HEOOX1AHICTh MOCTIMHOTO OHOBJICHHS CTPYKTYpH (paililiB BpyUHY.
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OO0mexenHst y po0oTi 3 BUOOpaMH KOPUCTYBa4iB

Backend cuctemu maroth 3abe3leuyBaTv JMHAMIYHY peakililo Ha BHOOpHU
TPaBIIiB, aJie YaCTO CTUKAIOTHCS 3 TAKUMH MPOOIEMaMHU:

HecTaya agjanTHBHOCTI:

- Jlesiki cucTeMH He BPaXOBYIOTh CKJIaJHI B3a€EMO3AJICKHOCTI MK BUOOpamMu
IPaBIIiB, 110 0OMEKY€E HETIHINHICTD CIOXKETY.

- BiagcyTHicTh MeXaHI3MIB I8 BIICTEXKEHHS TVIOOAIbHUX 3MiH, SKl
BILJIMBAIOTh HA BCl aCMIEKTH I'PH, a HE JIMIIIE HA JOKaJIbHI MO/Ii.

®dikcoBaHicTh apxiTtekTypu: CuUCTeMH 3 KOPCTKO 3aJlaHMMU IpPaBUIaMU
4acTO 0OMEXKYIOTh MOKIIMBOCTI PO3MIMPEHHS (QYHKIIOHATY JUIsl HOBUX MEXaHIK UM

CIIEHapIiB.

CruaaHicTs iHTerpauii

IcHyrOUl pillIeHHS HE 3aBXAH 3a0€3MeUyI0Th 3pYUYHY 1HTErpaliio 3 pyLIisiMH,
takumu sk Unity:

CryaaHiCTh Y3roAKeHHSI:

-Bunukatote mnpoOnemMu 13 cuUHXpOHi3amiero MK backend cucrtemoro,
J1aJIOTOBUMH CHCTEMaMH Ta 1HIIMMH I'POBUMH KOMITOHCHTAMH.

- barato cTopoHHIX pilleHb BHUMAararOTh CYTTEBOI ajamTaiii s
BIJIMOBITHOCTI BUMOTaM KOHKPETHOTO IMPOEKTY.

BincyrhicTs crangaprusanii: IHomi iHTerparmis 3 pymremM moTpedye

PO3pOOKH JOAATKOBOIO (PYHKIIOHATY JJIsI MIATPUMKHA OCHOBHUX MEXaHIK.

HepocraTHsi MiATPUMKA iHCTPYMEHTIB PO3PO0OKH Ta TECTYBAHHS

PenaryBanns cuenapiiB: barato iCHyrouMx cuUCTeM HE 3a0e3NeuyloTh
3pyYHMX IHCTPYMEHTIB JUIsl CTBOPEHHs cCIieHapiiB. Po3poOHuMku 3mytiieH1
npaioBatu 3 TekctoBuMHu (aitnamu (JSON, XML), o yckinaaHioe ix pegaryBaHHs

Ta TCCTYBAHHA.
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ABTOMaTH3alifA  TecTyBaHHsA:  BiacyTHICTP  IHCTpYMEHTIB  AJiA
aBTOMAaTH30BAaHOI'0 TECTYyBaHHs BUOOPIB 1 CIICHAPIiB YCKIQIHIOE TIPOIIEC TIePEBIPKU
JIOTIKU TPH, 110 MOXK€E MPU3BOAUTH 10 IOMIIIOK y (PiHATTEHOMY HPOAYKTI.

IIpo6Gaemu onTuMi3zanii NPOAYKTHBHOCTI

Backend cucremMu MoXyTh CTBOPIOBATH 3HAYHE HABAHTAXKEHHS HAa CUCTEMY,
SKILO TXHS apXITEKTypa HE ONTUMI30BaHa!

OO0poOka ckJAaAHUX cHeHapiiB: Y pealbHOMY 4Yacl CHCTEMH MOXYTh
3aTpUMyBaTH 00pOOKY BHOOPIB uepe3 BEIUKHI 00CAT JaHUX 1 CKJIAIHICTh JIOTIKH.

HeonrumizoBani mixxoau: BukopuctanHs 3acTapijux METOIIB 111 0OpOOKHU
CIleHapiiB 1 BUOOPIB MOXKE MPU3BOAUTH J10 3HIKEeHHS FPS, 0cobimBo Ha mpuctposx

13 HU3BKOIO MPOJYKTUBHICTIO.

BuchoBok 10 po3ainy 1

AHaJli3 1ICHYIOUMX pillieHb JJ1s1 po3poOku backend cucrtem B iHTEpaKTUBHUX
rpadiuHUX TPUTOJHUIBKUX IrpaX BHUSBUB HHU3KY KIIOUYOBUX AaCIeEKTiB, SKi
HEOOX1JTHO BpaxXyBaTH 1] 4ac CTBOPEHHS BIACHOI CHCTEMH JUJISl HAIIOTO MPOEKTY.

Pe3yabTaTn aHaxizy

AKTYAJIbHICTh  iHTEPAKTHBHHMX irop i3 HeJiHIHHUM  CHOKETOM:

CyuacHa irpoBa 1HAYCTpisi aKTUBHO PO3BUBAETHCS y HANPAMKY CTBOPEHHS

irop, e BUOOpPHW TpaBllsi BIUIMBAIOTh Ha PO3BUTOK mnofiil. lle mo3Boise

3a0€3MeUYnTH YHIKAIBHUMA TOCBIJ IJIs1 KOKHOTO KOPHCTYyBaya.

Oc00,1MBOCTI ICHYIOYMX pillIeHb:

- IonynsapHi irpu xaHpy, Taki sk Life is Strange, Detroit: Become Human,
The Wolf Among Us, neMOHCTpyOTh €(EKTUBHICTHh BUKOPHCTAHHS CKJIQJHUX
CLIEHaPiiB 1 IHTEPaKTUBHOCTI.

- Y OarathoXx pIMICHHSX OCHOBHY pOJb BIIITPAlOTh JIaJIOTOBI BUOOPH,
CHUCTEMa CTaHIB 1 aJIalITUBHICTh JI0 A1 TPaBIiB.

- Cucremu, Taki gk NodeCanvas i1 Dialogue System for Unity, nokazamu
BHUCOKY (DYHKITIOHAJIbHICTb, aJle TAKOX BUSBWIIM CBOI OOMEXEHHS 11010 THYYKOCTI,

MaciITabOBaHOCTI Ta IHTETpallii.
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BusiBiieHi npo0Jiemu Ta 00MeKeHHS:

- CkJIaIHICTh MacIITa0yBaHHS BEJIMKHUX CIICHAPIiB 13 PO3ralyKEHHIMHU.

- BiacyTHiCThP amanTUBHOCTI /0 CKIAQJHUX B3a€EMO3AJICKHOCTEH MIXK
BUOOpaMU.

- HenmocraTHsi KUIBKICTh IHCTPYMEHTIB JUIsl pelaryBaHHS, TECTYBaHHS Ta
Bi3yasizalii crieHapiiB.

- [Ipo6nemu 3 iHTErpali€ro roTOBUX PIllIeHb Y CrielU(IuHI MPOEKTH.

- OnTuMizallis TPOYKTUBHOCTI YACTO 3aTUIIAETHCS BUKIUKOM JJIs1 ICHYFOUHMX
backend cuctem.

IlepeBarn  BukopucranHss Unity s peasisamii  NPOEKTY:

Unity 3a0e3ne4ye BCl HEOOX1/1H1 IHCTPYMEHTH ISl CTBOPEHHS IHTEPAKTHBHUX

CIICHApIIB 13 MIATPUMKOIO HEIIHIMHOTO CIOKETY. 3aBISIKU CBOIM THYYKOCTI,

JIETKIA 1HTErpaiii Ta IIUPOKUM MOXKIMBOCTSAM ONTUMI3AIlll, HEeW pyIi

J03BOJISIE €PEKTUBHO pPeali3yBaTH BCl BUMOT'M HAILIOTO MTPOEKTY.

Homaabmi Kpoku

Ha ocHOB1 aHami3y ICHYIOUMX PIlIEHb 1 BHUSBJICHUX MPOOJEM BU3HAYEHO
OCHOBHI HanpsMH poOOTH:

- Po3poOka rayukoi apxitektypu backend cucreMm, sika JT03BOJIIE JIETKO

CTBOPIOBATH Ta MaclITa0yBaTu CLEHapIi.

- Peanmizaris yskiionany ajis oOpoOku BHOOPIB TPaBIB 13 MIATPUMKOIO

CKJIQJHUX B3a€MO3aJIC)KHOCTEM.

- 3a0e3MeyeHHs 3py4YHOCTI BUKOPUCTAHHS.

- Inrerpartis 3 Unity 13 BUKOPHCTaHHSAM CY4YaCHHUX IIIXOJIB JO ONMTHUMI3allii

IPOTYKTUBHOCTI.

AHami3 iICHyI0OYMX CHUCTEM 1 TEXHOJIOTIH T03BOJIMB YITKO BU3HAUYNUTH OCHOBHI
BUMOru 10 backend cucremu, sika Oyae cTBOpeHa, Ta KIIOYOBI MpoOJIeMH, SIKi

HEOOX1THO BUPIIIUTH IS TOCITHEHHS ITOCTABICHHUX IILICH.
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PO3/ILI 2
PO3POBKA BACKEND CUCTEMU

2.1 Bu0ip apxiTeKTypH NpPOeKTy
Hamra backend cucrema juis ynpaBiiHHS KBeCTaMH Ta BHOOpaMH TpaBIIs
noOysioBaHa 3 ypaxyBaHHSM THYYKOCTi, MOJTYJIGHOCTI Ta TMPOCTOTH iHTErparii B

irpoBuii pymiii Unity.

MpeacTaBneHHA KBecTa Nokanizauin keecTie

CsvlocalizationParser
MeHegxep QuestStepLocalization f \
KBecTiB

BaseQuest '—\

QuestLocaI‘\zation LccalizationParserFactory ILocalizationParser
QuestManager-——-___.__________r
Quest
JsonlocalizationParser

BaseQuestStep

I

QuestStep

QuestlLocalizationLoader

LocalizationQuest.json(.csv)
(Paiin nokanisauii keecra)

QuestSetup ——nu_ | QuestUtils QuestProgress QuestTimer

Knac gna api6Horo
HanalWTyBaHHA KPOKIE (B

OCHOBHOMY MICTHUTE GYHKLI, AKi - ~

3rof10M BECTAHOBMIOIOTLCA Ha nogil Kopucni ¢y||_|(|.|,i'|' 36epexens ?:::Fw::::;::’:::::

OnStart Ta OnComplete kpoky) ANnA KBECTIB nporpecy keecta enacrusicrs

DialoguePresenter DialogueView Aianorosa
cnucTema
DialogueNode ParseDialogFile

Pucynok 2.1 — Cxema apxitextypu backend cucremu.

Cucrema po3aiieHa Ha JeKiIbKa KIFOYOBUX KOMIIOHEHTIB, 10 B3a€EMO/IIIOTh
MK CO0O0IO:
Menemxkep kiaaciB (Quest Manager)

- Bianoginae 3a iHimiamizaiito, KOHTPOJb Ta yIIPaBJIiHHS KBECTaMHU.
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- BukopucTOBYEThCS 17151 BIZICTE)KEHHS] aKTUBHUX KBECTIB, 1X BUKOHAHHS

Ta 3aBCPIICHHA.

IIpeacraBiieHHs KBeCTY

- Quest — romoBHUI Kiac, MO MPEACTaBIsiE€ KBECT, MICTUTh YCi HOTO
kpoku (QuestStep).

- BaseQuest — 6a3oBuii kjac, 0 BU3HAYa€ OCHOBHI XapaKTEPHUCTHUKH,
MpUTaMaHH1 yCIM KBECTaM.

- BaseQuestStep — abcTpakTHHI Ki1ac JJi CTBOPEHHS KPOKiB Y KBECTI.

- QuestStep — koHKpeTHA peatizallis KPOKY KBECTY.

Cucrema Jiokamizauii

- QuestLocalization — MicTUTB CIIOBHHUKH [T 30€piraHHs MEPEKIIa/IiB.

- QuestLocalozationLoader — 3aBaHTa)<ye JIOKaTi30BaHI ONUCU KBECTIB
13 (haiiaiB .jSON abo .CSV.

- ILocalozationParser — inTepdeiic 11 mapcepis JIOKai3aiii.

- JsonLocalozationParser, CsvLocalizationParser — kiacu 11t mapcuHry
JoKani3auii y BIAMOBIIHUX opMaTax.

- LocalizationParserFactory — ¢aOpuka 115 OTpUMaHHS BiOBITHOTO
napcepa, 3ajie’kHo Bij popmary daitny.

JlonoMizkHi KOMIIOHEHTH

- QuestProgress — BiamoBiae 3a 30epeeHHS MPOrPecy KBECTY.

- QuestTimer — peanizye TaiiMep s KPOKIB KBECTy, SKIIO IIC
HEOOX1/1HO.

- QuestSetup — HanmamToBY€E JIOTIKY MPOXOJKEHHS KBECTY, HAIIPUKJIIAT
MIJKJIF0YAE A1aJI0rOBY CUCTEMY, a00 BCTAHOBIIIOE SIKICh CTAHU, BIAMOBIIHO A0 TOTO,
SIK 1Iel KBECT IMOTPiOSH BHUTJISIATH.

- QuestUtils — micTuth ONOMIXHI METOIM AJIs1 POOOTH 3 IHBEHTApEM Ta

TariMepamH.
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Jlorika podoTu cucremMu

1. ['paBenb oTpuMy€e HOBUM KBECT, IKUM peecTpyeThes y QuestManager.

2. Quest Bu3Hava€e MOCIiOBHICTD KPOKIB, SIKi HEOOX1AHO IPONTH.
3. QuestStep BiamoBigae 3a BAKOHAHHA KOHKPETHHUX Miil.
4. Skmo HeoOXiIHO, BCTAHOBIIOIOTHCS BIAMOBIIHI A1ajoroBi daiim 10

BignoBiaux DialoguePresenter 3a momomororo QuestSetup.

5.  Jlokamizamis 3aBaHTaxyerbcs uepe3d QuestLocalozationLoader i3
BianoBigHOro JSON a6o CSV daitny.

6. [Iporpec mpoxomkeHnHs 30epiraethcss y QuestProgress, a mpu

3aBep1ueHHi BCIX KpOKiB KBECT IMO3HAYAETHCA IK BUKOHAHUU.

Apxitektypa backend cucremn moOynoBaHa 3a MPHHIMIIOM THYYKOCTI Ta
pO3IIMPIOBAHOCTI. BoOHa /103BOJISIE JIETKO CTBOPIOBAaTH CBOi HOBI KBECTH, 3
JIeTalIbHUM HaJAIITYBAHHIM, 3MIHIOBATH iX CTPYKTYpPY Ta IHTETPYBaTH JIOKAII3AI 0
0e3 HEOOXIMHOCTI TMEepeNnuCyBaHHS OCHOBHOTO KOJy, NIpHU YOMY CHCTEMa
aBTOMATU30BaHO PO3yMi€ SIKUU TUIl (pailily Jnokamsauii i nepeganu, i Biapaszy
napcuTh. BUKOpHCTaHHS MEHEIKepa KBECTIB, CTPYKTYpHU KPOKIB Ta JIOKami3auli

JT03BOJISIE peajTizyBaTy HEJIHIMHUN CIOKET 13 pI3HOMAaHITHUMU BUOOpaMU TPaBIIS.

2.2 Peagizanisi 1iajioroBoi cucremMu

JliajmoroBa cuctema BiAMOBI A€ 3a Bi10OpaKeHHS A1aJI0T1B MIXK IIepCOHAXKaMHU
IpU, @ TAKOX 3a B3AaEMOJIIIO TPpaBlsl 3 BUOOpaMHM, SKI MOXKYTh BIUIMBAaTH Ha XiJ
cro)kery. BoHa iHTerpoBaHa 3 CHCTEMOIO KBECTIB, IO JIO3BOJISIE POOHUTH KBECTH
01111 BapiaTUBHUMU Ta 3aJICKHUMU BiJT 11 IPpaBIIs.

OcCHOBHI 3aBIaHHS CUCTEMU:

- BinoOpakeHHs TEKCTOBHX JI1aJIOT1iB.

- MoxnuBICTh BUOOPY BIMOBIACH IpaBIIEM.

- BukonanHs il (3amyCcK KBECTIB, 3MIHHM CTaHy TPH).

- [TinTprMKa 6araTOMOBHOCTI.

CucreMa CKJIaIa€ThCs 3 HACTYITHUX OCHOBHUX KOMITOHEHTIB:
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- DialogueNode — okpemmuii By3011 1iaory, SKHid MiCTUTh TEKCT PEILTIKH
Ta MOYKJIMB1 BapiaHTH BIAMOBIIACH.

- DialoguePresenter — kmac, SKuii Kepye BiJTOOpa)KEHHS JiaJIOTiB,
B3aemozie 3 Ul Ta nmepenae gani 1y1st BinoOpaKeHHs.

- ParseDialogFile — mapcep miamoroBux (aiiiiB, SKHil 3aBaHTaXye
CTPYKTYpY HiaJoriB i3 mepenanux Xml gaiiis.

- DialogueView — 0e3mocepenbo BiAMOBIAAE 3a Bi3yasi3allilo Iiajaory

Ha eKpaHi.

B3aemonis 1ia;10roBoi cucTeMu 3 KBeCTAaMHU

JlianoroBa cucTemMa BUKOPUCTOBY€ETHCS JIJIS:

- 3anmycky KBecTiB yepe3 diajioru — Koju rpasers B3aemosie 3 NPC,
MO>ke OyTH 1HIIIHOBaHWUN HOBUHM KBECT UYepe3 BIMOBIIHUMI BHOIP.

- IIporpecyBaHHsl KBeCTY - BHKOHAHHS TEBHUX KBECTOBUX 3aBIaHb
Moxe ToTpedyBaTu po3moB 3 NPC.

- BuOopy BapiaHTiB BiamoBiai — AesSKi KBECTH MalOTh HEJIHINHY

CTPYKTYPY, 5IKa 3aJI€KHUTh BiJ BUOOPY IrpaBls B J1ajorax.

Crpykrypa giajgorosoro ¢aiiiy

@aitn 30epexenuit y ¢opmari XML, mo 1o3Bossie Jerko 3MiHIOBaTH Ta
JI0/1aBaTH HOBI JiaJIorH. PO3riasiHeMO OCHOBHI €JIEMEHTU Ha MPUKIIAJl (IUB. PHC.
2.2).

Jlianor 3aBaHTaxyeTbes y cuctemy uepe3 mapcep XML (ParseDialogFile),
KM IepeTBOPIOE oro y BHyTpilmHIO cTpykTypy DialogueNode.

OcHOBHI eTanu poOOTH:

- ['paBens ixiriroe miamor 3 NPC.

- [Mapcep 3aBantaxkxye XML, mnepemae DialoguePresenter mnepimii
DialogueNode.

- ['paBentb oOWpae BapiaHT BIAMOBIAI — CHUCTEMa OOWpae HACTYyIMHUIN

BY30JI.
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- Sxmo By3onm mictuth <action id>, QuestManager moxe akTHBYBaTH

BIJIIOBITHUN KBECT, SAKIIO Lek <action id> npuB’s3aHuii 10 iHimiaTi3amii KBECTy.

Cunuii Ky6
CuHiil Ky6
Blue Cube

0, Tw BepHyncA! Tel NpUHec TpW AGnoKa?
0, Tu noeepHyecA! Tw npuHic Tpu A6nyka?
Oh, you're back! Did you bring the three apples?

returnedwWithApplesRu
returnedwithApplesua
returnedwWithApplesUk

Mepcoxa
Nepcoxam
Character

[Oa, BOT OHM.
Tak, ocbk BOHM.
Yes, here they are.

hereApplesRu
hereApplesla
hereApplesuk

Cuunit Hy6
Cuuiit Hy6
Blue Cube

3amevaTensHo! Cnacw6o Te6e Gonbuwoe. JTO NOMOMET MHE B Moel paGote. BoT TeEoa Harpapa!
Yypoeo! [lyme To6i gakyw. Le gonomoxe meHi B Moill po6oTi. Ock TEOA Haropoga!
Wonderful! Thank you so much. This will help me in my work. Here's your reward!

thanksForApplesRu
thanksForApplesla
thanksForApplesUk

id="5

PucyHok 2.2. — npukian giamorosoro Xml-daiiny

B3aemonist giaJjioriB i3 KBecTaMHu
SIkiro BUOip TpaBIls B Aiaio3i MicTUTh Ter <action id>, To cucTeMa BUKOHYE
MOB’sI3aHy MIif0 (HANPUKJIIA] aKTUBYE KBECT, IEPEXOIUTH JI0 1HIIIOTO Iary, 3MiHIOE

CTaH SIKOTOCh IpeMeTa abo BCE 1Ie B KYTIi).
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HianoroBa cucremMa moOyJoBaHa 3a TMPUHIUAIIOM THYYHOCTI Ta
MaitaboBaHocTi. Bukopuctanus XML 1o3BoJisie Jierko j10/1aBaTH HOBI J1aJI0TH Ta
niaTpuMyBaTH  OaraToMmoBHICTh. [HTerpamiss 3 QuestManager 3a0esmeuye

B3a€MO3B 30K MIXK JlaJIoraMy Ta BAKOHAHHSIM 3aBJaHb y TPi.

2.3 PeaJiizanis cucreMH KBeCTIiB

Cucrema kBecTiB y Hamiii backend-cuctemi BiamoBimae 3a iHiliamizaliiio,
BUKOHAHHS Ta 3aBEpIICHHS MIcCiil y rpi. BoHa 3a0e3neuye MOKIUBICTh J10JaBaHHS
OCHOBHUX Ta TOOIYHMX MICIM, BIJICTEKEHHS CTaTyCy 3aBlaHb, a TaKOX
IHTEPaKTHUBHY B3a€EMO/III0 3 THITUMU CUCTEMAMU TPHU.

Peanizariis wi€i cucteMu 103BOJII€ TPABLEB] BUKOHYBATH MiCii, OTpPUMYBaTH
BUHATOPOH, 3MIHIOBATH CTaH TPH, a TAKOXK BIUIMBAE HA PO3BHTOK CIOKETY depe3
HEJIIHIWHI KBECTOBI 3aB/IaHHSI.

Ininiamgizanisa kBecTiB

Koxna wMicisi Mae Ha3By, OIHMC, HAropojy, CIHCOK 3aBJaHb Ta YMOBH
3aBeplIeHHsA. B MOMEHT, KOJU MicCis CTa€ AOCTYIHOIO JIsl TpaBls (HAIpHUKIIAI,
yepes aianor i3 NPC), BoHa 101a€ThCs y CIIMCOK aKTUBHUX MiCii.

[Himanizamis Micii BUKOHy€eTbes uepe3 QuestManager, sikuii 30epirae cta Ta
KOHTPOJIFO€ BUKOHAHHS 11 3aB/1aHb.

[Tpuknan koay JuIs 10JIaBaHHS HOBOI MiCIi:

Quest newQuest = new Quest("[onomora mMaHApiBHUKY", "3Haign Tpu 96nyka Ta
noeepHu ix NPC.");

QuestManager.AddQuest(newQuest);

BukoHaHHs KBecCTIB

KokHa Micist CKITaaeThest 3 KPOKIB, SIKI TpaBellb MOBUHEH BUKOHATU. CucTemMa
nepeadayae pizHi TUMH KPOKIB MiCiid, HATTPUKJIIA;

- 30ip mpenmeti (CollectltemQuestStep) — 3HaliTH TEBHY KUIBKICTB
MPEMETIB.

- Po3mosa 3 NPC (TalkToQuestStep) — HeoOXiIHO MOCHIIKYBATHCS 3 TIEBHUM

TIEPCOHAKEM.
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- O6omexenHs 3a yacoM (QuestTimer) — moaudikaTop, J0JAETHCS KON KPOK
NOBHUHEH OyTH BUKOHAH y BU3HAYCHUU TIEPiO/I.

Y MOMEHT BUKOHAHHS KOXKHOTO KPOKY KBECTY CHCTEMa IepeBipsie HOTo
YMOBH Ta 3MIHIOE CTaTyC Micii. SIKII0 BC1 KPOKM BUKOHAH1, MiCisl 3aBEPILy€E€ThCA.

[Tpuknan peanizaiii Kpoky 300py IpPEAMETIB:

public class CollectItemQuestStep : QuestStep
{

private string _itemName;

private int _requiredAmount;

private int _currentAmount = 0;

public CollectItemQuestStep(string itemName, int amount)
{

_itemName = itemName;
_requiredAmount = amount;

}

public void OnItemCollected(string itemName)
{
if (itemName == _itemName)
{
_currentAmount++;
if (_currentAmount >= _requiredAmount)

{
}

CompleteStep();

}
}

3araioMm, KpOKM MO)KHA HAJIAIITOBYBAaTH CaMOMY JIy>K€ JI€TaJIbHO, ajie SKIIO
NOTPiOEH SKUNCH MAOJIOH KPOKY, TOMY IO BiH MOBTOPIOETHCS OYXE YacTo, TO
MO’KHa 3pOOUTH KJIac [bOTO TUITY KPOKY, Ta JOJIaBATH iX JI0 3arajJbHOro KBECTY.

JUist [eTanbHOrO HajallTyBaHHS KPOKIB MiICli BUKOPHCTOBYETHCS Kiac
QuestSetup. Bin g03Boisie THYYKO 3a/1aBaTH MOBEAIHKY KOXKHOTO KPOKY, JTOJAI0UH
YMOBH TI0YaTKy, 3aBEpUICHHS Ta B3a€MOJIi 3 ITPOBUMH CHCTEMaMd. Y HBOMY
30epiraroThess (PYHKINIT, SIKI BCTAHOBJIIOIOThCS Ha moxii OnStart ra OnComplete
KOXXHOTO Kpoky. Lle mae 3mory HamamrToByBaTH crienudidHi crieHapii, HapUKIa]
BUMAaraTi BUKOHAHHS MIEBHUX il JI0 3aBEpIICHHS KPOKY ab0 3alyCKaTH JOAaTKOBI
MEXaHIKH y BIJINOBI/Ib Ha foro 3aBEPILIEHHS.

[Tpuknaa pyHKIINA MOYATKY Ta KIHIIS KPOKY:

public void SetupFirstStep(QuestStep step)
{

_dialogPresenter._dialoguesArr = new TextAsset[]{
Resources.Load<TextAsset>("Dialogs/dialogQuestStart") };

_onDialogEndHandler = actionld = >
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{
if (actionId.HasValue)
{
step.SetComplete(true);
_quest.CompleteStep(actionId.Value);
3
H
_dialogPresenter.0OnDialogEnd += _onDialogEndHandler;
}
public void FinishFirstStep()
{
_dialogPresenter._dialoguesArr = new TextAsset[]{
Resources.Load<TextAsset>("Dialogs/dialogQuestAwait") 1};
_dialogPresenter.0OnDialogEnd —= _onDialogEndHandler;
_onDialogEndHandler = null;
}

JIOTIOMI>KHI 1HCTPYMEHTH, $IK1 IONOMAararTh 1HTETPyBaTH CHUCTEMY MICIHA 3
IHIIMMU MeXaHiKaMH TpH, peanizoBani y QuestUtils. Ileii kiac mictuth HaOIp
KOPUCHHUX METOIIB JJII pOOOTH 3 KBECTAMH, TAKHX SIK IIEPEBIpKa CTaTyCy BUKOHAHHS
KpPOKY, B3a€MOJIis 3 iHBeHTapeM, nepeBipka crany NPC abo 00’€kTiB y irpoBoMmy
cBiTi. L{i 1HCTpYMEHTH HAJAIITOBYIOTHCS PO3POOHHKAMHU B 3aJEKHOCTI 3 SAKUMU
IrPOBUMU CUCTEMaMU KBECTU MOBUHHI B3a€MOJISTH.

[Tpuknan QyHKINT TEpeBIpKU YU € MOTPIOHUN HaM MpeAMET B HEOOXITHIN

KUIBKOCT1 B HAIlIOMY 1HBEHTapi:

public void CheckItemOnInventory(int idItem, int countItem, Action onFound)
{

List<ItemData> items = _inventory.GetAllItems();

foreach(ItemData item in items)

{
if (item.Id == idItem && item.CountItem == countItem)
{
onFound ? .Invoke();
}
}

3apmaku QuestSetup Ta QuestUtils mamra cucrema Miciii cTae THYYKOIO,
3a0e3Meuyourd MOJKJIMBICTh CTBOPIOBATH CKJIQJHI KBECTH 3 PI3HUMH yMOBaMHU
BUKOHAHHS Ta IHTETPYBaTH iX 3 IHIIMMU MeEXaHIKaMH rpu Oe3 3allBUX 3MIH Yy
TOJIOBHIM JIOTIII KBECTIB.

3aBepiIeHHS KBECTIB

ITicnss  BUKOHAHHS  BCiX  KPOKIB  MICIi  BHUKIMKAETHCS ~ METOJ
OnQuestComplete(), sikumit 3MmiHIOE cTaTyc Micii, BHJa€ HAropoay rpaBIeBi Ta

OHOBJIIOE€ CTAaH I'pH.
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@DyHKIIis 3aBEPILICHHS KBECTY:

public void OnQuestComplete()
{

GiveReward();
QuestManager.MarkQuestAsCompleted(this);

B3aemopnis miciii 3 IHINMMHU cHCTEeMaMH

JianoroBa cucreMa — Micii MOXXyTh OyTH OTpMMaHi ab0 3aBeplIeH] depe3
mamnoru 3 NPC.

IuBeHTap — BUKOHAHHA MICiil MOK€ BKJIIOYATH 301p MPEAMETIB, TOMY JIETKO
MOKHA MIJKIIOYUTH 1HBEHTAp JO CHUCTEMH KBECTIB, SIKIIO TaKUW IHBEHTap
peanizoBaHui B Ipi.

Taiimep — nesiki KBECTH MarOTh OOMEXEHHS 3a 4acoM, SIKIIO I'paBelb HE
BCTUT'a€ BUKOHATH YMOBH IIPOXOJKEHHS KPOKY 3a €KUM Yac, TO KPOK BBaXKA€ThCs
MIPOBAJICHHUM.

30epe:keHHsI MPOrpecy — CTaH BUKOHAHUX MICIi 30epiraerhcs, o0 rpaBelb

MIT IMOBCPHYTHUCA 1O HUX TICIIsS IICPEC3aIlyCKy I'pH.

OTtxe, peanizoBaHa CHCTEMa MiCiil, siKka TO3BOJISIE THYYKO CTBOPIOBATU Pi3HI
TUIK 3aBJaHb, KOHTPOJIIOBAaTH iXHIM mporpec Ta 3a0e3nedyBaTH HEIIHIMHICTD
croxkeTy. [HTerparis 3 IHIIMMHA MEXaHIKaMH TP J1a€ 3MOT'Y CTBOPIOBATHU IIKaBl Ta

BaplaTHBHI MiCii, 1110 TTOKpaIlly€ IrpOBUI JOCBIJ.

2.4 PeaJizaliss cucTeMH JOKaJi3amii

Cucrtema nokamzamii y Hamriid backend-cucremi mo3Bosisie BimoOpakaTu
TEKCTOBI JaHl (Ha3BW KBECTIB, OMKCHU 3aBJlaHb, J1aJIOTM) BIAMOBIIHO 10 O0OpaHOi
MOBU Tpu. Bona miarpumye poOOTy 3 [EKUIbKOMa MOBaMH, 3aBaHTAKCHHS
JIOKaTI30BaHUX JAHMX 13 (ailiiB, a TAKOK 1HTETPALIIO 3 IHIIUMU CUCTEMaMHU T'PH.

Jlokanizanis * Ba)JMBUM acCHEKTOM JJi CTBOPEHHS aJalTUBHOTO irpOBOTO
CEpENIOBUIIA, 10 JI03BOJISIE KOPUCTYBauaM CIpUMATH 1HGOPMAIIIO 3pYyUHOIO IS

HUX MOBOIO.
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dopmMmar 30epexeHHs JoKATI3amil
JlokamizoBani gaHi 30epiratothcs y popmarax JSON abo CSV a1t rHydKOCTI
Ta 3pYYHOCTI pe/laryBaHHs.

[Tpuknang CSV-daitny:

Id, en, ru, ua

0, "Talk to the NPC to find out the details of the quest", "Morosopute c HNC
YyTO6b y3HaTb AeTanu 3apaHua", "Moroeopitb 3 NPC, wo6 Ai3sHaTuca nopapo6uui
3aBAaHHAa"

1, "Find 3 apples", "Haihgute 3 g6noka", "3Hangitb 3 a6nyka"

1, "Find 3 matchboxes", "HaiipguTe 3 Kopo6KkM cnuyek", "3HapiTb 3 KOPOGKMU
cipHukiB"

2, "Find and talk to the friend of the blue cube", "Haignte u noroBopute C
ppyroM cuHero Ky6a", "3HanaiTb i moroBopiTb 3 ApPYrom cuHbOro Ky6a"

3, "Return to the blue cube and give the apples", "BepHutecb K CUHeMy Ky6y K
oTpainTe a6noku", "MoBepHiTbCcA A0 CUHbOro Ky6a i BipgpaiiTe A6nyka"

4, "Return to the blue cube and report that you found his friend", "BepHuTtechb
K CUHeMy Ky6y M coobuuTe 0 TOM 4YTO Bbl Hawnu ero gpyra", "lMoBepHiTbca Ao
CUHbOTrO Ky6a i nmoBipomTe, wo BU 3Haiwnu ioro gpyra"

5, "Mission completed", "Muccua 3aBepweHa", "Micia 3aBepuweHa"

6, "Mission failed", "Muccusa nposaneHa", "Micia npoBaneHa"

[Tpuknan JSON-daitry:

"QuestName": {
"en": "Help the Blue Cube",

"ru" : "Momowb cuHemy Ky6y",
"ua" : "[Jlonomora CuHbOMy Ky6y"
3,
"Steps" : [
IIIdII: 0'
"Description" : {
"en": "Talk to the NPC to find out the details of the quest",
"ru" : "MoroBopuTe C HMAC 4YTO6bl Yy3HaTb AeTanu 3agaHua",
"ua" : "MoroBopiTb 3 NPC, wo6 pisHaTuca nogpo6uui 3aBpaHHA"
}
}

Peanizauis Joxaaizamii

Jlokanizalis peajii3oBaHa 4epe3 THy4YKYy CUCTEMY 3aBAHTAKEHHS Ta 0OpOOKHU
TEKCTOBHX JIAaHUX, 110 JTO3BOJISE MIATPUMYBATH KUJTbKa MOB Ta JIETKO 3MIHIOBATH X
0e3 3MiH y KO TpH.

JIJist 1bOrO BUKOPUCTOBYETHCS MEXaHI3M MApPCUHTY JIOKai3aliitHuX (haiis,
sikuii aBToMaTuyHo posmizHae popmar (JSON abo CSV), 06pobisie naHi Ta 30epirae
iX Ui TBUAKOTO nocTymy. Pabpuka nmapcepiB o0Mpae MOTPIOHUI MexaHI3M IS
po0OTH 3 KOHKPETHUM (haijioM, 110 JO3BOJIAE JIETKO JOJABAaTH MIATPUMKY HOBHX

dbopmatiB y MalHOyTHhOMYy. SIKIIO KOMaHAa  PO3POOHUKIB  BUPIIIUTH
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BUKOPHCTOBYBATH 1HII1 (popMaTH 30€peKeHH JOKasi3allii, To iM He Oy/1e moTpiOHO
TIepPEIUCYBaTH BECh KO/, a TUILKH J0JIaTH HOBHI TIapcep, SKuii Oyae mapCuTH HOBUH
dopmar noxamizailii, Ta OHOBUTH (PYHKIII0 aBTOMAaTHYHOTO BHUOOpPY MeEXaHi3My
MApCUHTY 3T1HO 3 TUTIOM (haiimy.

VYci nokaii3zoBaHi JIaHi 30epiraroTbCsl Y BUTJISII CIIOBHHKA, 7€ KOXKEH 3aIuc
MICTUTh YHIKQJIbHUN 1IeHTU(IKATOP Ta BIAMOBIIHI JIOKATI30BaHI TEKCTH. 3aBISIKU
TaKOMY HIAXO0AY MU MOKEMO OTPUMYBATH HEOOXITHUIN TEKCT Y OyIb-SIKUIA MOMECHT,
IIPOCTO 3BEPHYBIIUCH IO CUCTEMH JIOKaTi3allii.

3MiHA MOBHM 3[IMCHIOETHCS OUHAMIYHO — NpPH 3MIHI HaJIAIITYyBaHb IPH
CHUCTEMa TIepe3aBaHTa)Kye BC1 TEKCTOB1 JaHl Ta OHOBIIIOE iHTepdeic 6e3 moTpedu
nepe3arycky. lLle 3abesreuye 3pydHiCTh JI KOPHUCTyBada, a TaKOX CIIPOIIYE
TECTYBaHHS JIOKaJi3allii 6e3nepepBHO Mij] 4ac po3pOOKH.

3aBaHTaKeHHA JOKAJTI30BaHUX JaHUX

Komu rpa 3amyckaerscs, QuestLocalizationLoader 3aBanTaxye BCi JOCTyIHI
JIOKaJ1130BaH1 TEKCTH.

[Tpuxnan koxy 3aBantaxernss JSON-daitny:

public class JsonLocalizationParser : ILocalizationParser

{
public QuestLocalization Parse(string content)
{
return JsonConvert.DeserializeObject<QuestLocalization>(content);
}
}

[Ipuknag koay AJig OTpPUMAaHHS JIOKAJII30BAaHOTO TEKCTY:

public string GetStepDescription(int stepId, string language)

{
var steps = _questlLocalization.Steps.Where(s = > s.Id ==
stepId).ToList();

var descriptions = steps
.Where(s = > s.Description.ContainsKey(language))
.Select(s = > s.Description[language])
.ToList(Q);

return descriptions.Any() ? string.Join("\n", descriptions)
"Description not found";

}
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JInHaMiuHe OHOBJIEHHS JIOKaJTi3alil
['paBerib MOK€ 3MIHUTH MOBY TPU Y HaJalITyBaHHAX. ¥ TaKOMY BHUIIQJKY BCl
TEKCTOBY €JICMEHTH TIOBUHHI OHOBHUTHCS 0€3 Iepe3amnycKy IpH.

[Tpuxnan ¢GyHKIT OHOBJICHHS] MOBU:

private void UpdatelLanguage()

{
List<QuestStep> result = new List<QuestStep>();

foreach(var step in _steps)

{
if (step.ActionId == CurrentStepIndex)
{

}

result.Add(step);
}

GetLocalizationLanguage();
UpdateStepDescription(result);
}

PeanizoBana cuctema Jiokajizalii 103BOJIsIE THYYKO KEPYBAaTH MOBOIO KBECTIB
I'pH, TIATPUMYE 3aBaHTAKEHHS TEKCTIB 13 PI3HUX (POPMATIB Ta JIETKO 1HTEIPYETHCS
3 IHIIMMH CUCTEMaMU.

2.5 InTerpamnis Zenject nJist ynpapJiiHHS 32JIeKHOCTSIMA

VY HamoMy npoekTi BUKOpHCTOBY€eThes Zenject — Dependency Injection (DlI)
dpeiimBopk st Unity, mo mo3Bosiste epeKTUBHO KEPyBaTH 3aJCKHOCTAMHU MIXK
00’€KTaMHU Ta MOKpAILy€e apXITEKTYPy MPOEKTY.

Bukopucranns Zenject 3abe3rneuye HaCTYIHI IEpeBar:

- OcnabnenHsi 3B’S3KIB MK KOMIIOHEHTaMHU — KJIaC HE CTBOPIOIOTH
EK3EMIUISIPU THIIUX KJIaciB HAMpsIMy, a OTPUMYIOTh iX Yepe3 1H €KIIII0 3a1€KHOCTEH.

- [Tonermiene TecTyBaHHS — MOYKHA JISTKO ITIMIHSATH 3aJICKHOCTI i1 yac
TECTYBaHHSI.

- ['Hyuke ympaBiaiHHS KUTTEBUM LHUKIOM OO’€KTIB — KOHTPOJb
CTBOPEHHS Ta 3HHIIICHHS 00’ €KTiB uepe3 Zenject Container.

Bukopucranus Zenject y Hauriii cucremi

Zenject interpyerscst uepes Installer, sxuii xoHpirypye 3amexHOCTi Ta

pEECTpYE IX y KOHTEHHEDI.
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Hanpuknan, peectpartist MeHemkepa kBecTiB (QuestManager) sk cuHTITOHa:

public class GameInstaller : MonoInstaller

{

public override void InstallBindings()

{
Container.BindInterfacesAndSelfTo<GameSettingsRepository>().AsSingle();
) }
Tenep Horo Mo)xHa OTpUMATH Y OyAb-SIKOMY 1HIIIOMY Kjaci 0€3 CTBOPEHHS
Jioro Bpy4HYy, a TUIHKH 3pOOHB 1H’ €KIIIIO:
[Inject]
public void Construct(QuestManager questManager)

{
}

KosxeHn kBecT y HamIiidi cucTeMi MOXE€ MaTH 30BHIIIHI 3aJIEKHOCTI, TakKi K

_questManager = questManager;

IHBEHTap, JiaJioroBa cUcTeMa ab0 CHUCTEeMa B3a€EMOJIIi 3 HABKOJMWIIHIM CBITOM.

3apasgku Zenject, mi 00’ e€KTH nepearThCsl aBTOMATHYIHO:

[Inject]
public Quest(Inventory inventory, DialogueSystem dialogueSystem)

_inventory = inventory;
_dialogueSystem = dialogueSystem;

}
I{e mo3BOJIsIE TETKO 3aMIHIOBATH 3aJICKHOCTI, HAPUKIIAI, T11]1 4aC TECTYBAHHS

a00 posmmpenHs QyHkiioHany. Omke BUKOpUCTaHHS Zenject y HamoMy MpoeKTi
3HAYHO TMOKPAIyE apXiTEeKTypy KBECTOBOI CHCTEMH, 3MEHIIYIOYH >KOPCTKI
3aJIEKHOCTI MDK OO’€KTaMM Ta TOJETIIYIOYM MAacIITa0yBaHHS Ta TECTyBaHHS.
3aBasku THyuHid Dl-cuctemi, MM MOXEMO JErKO 3aMIHIOBAaTH KOMITOHEHTH,

JI0/1aBaTh HOB1 MEXaH1KM Ta €()eKTUBHO yIIPABISATH KUTTEBUM IIUKJIOM 00’ €KTIB.

BucHoBok 10 po3aiiy 2

Y upoMy po3gim OyJo OMHMCAHO peani3aiifd OCHOBHUX KOMITOHEHTIB
CUCTEMU: apXiTeKTypy, JIaJOTOBY CHCTEMY, CHUCTEMYy KBECTIB, CIICHApliB Ta
nokanmizauii. [lokazano, sk mnoOyAoBaHa CTPYKTypa KIAaciB, SIK BiIOyBa€ThCA
oOpoOka BHOOpIB KOpPHUCTyBada, a TaKOXX SKUM YHWHOM JaHl JIOKaJi3arlil

MIJIKJTF0YAI0THCS 0 TPH.
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PO3JLT 3
TEXHIYHA PEAJIIBALIA

3.1 Buxopucranns Unity Ta iioro ¢pyHkmionany

Unity — 1ie oauH i3 HaWMOMyJIAPHIMIMX PYIIiB IS CTBOPEHHS irop, IO
3a0ecriedye MIMPOKHA HAOlp IHCTPYMEHTIB Al peamizaiii CKJIagHUX IrPOBUX
MEXaHIK, BKJIIOYAIOYM CHUCTEMH aHimallii, (¢i3uku, HaBiraimii Ta I1HTErpariro 3
backend-cucremamu. Y Hamomy npoekti Unity BUKOPHCTOBYETHCS SIK OCHOBHHIA
py1uIiid, Ha 0a31 IKOro peajii3oBaHO CUCTEMY YIPABIIHHSA KBECTAMH, CLICHAPISIMH Ta

J1aJIOraMu.

CucremMa KOMIIOHEHTIB Ta 00’ €KTHO-OPIEHTOBAHUM IiXXi/

Unity BUKOpHCTOBYE KOMITOHEHTHY apXiTEKTypy, JI¢ KOKEH 00’€KT y CIieHi
MOX€ MaTu HaOlp pI3HUX KOMIIOHEHTIB, [0 BH3HAYalOTh HOro MOBEAIHKY. Y
HamoMy mnpoekTi kBecTd, NPC, iHBeHTap Ta iHIII ITpOBI MEXaHIKM peali30BaH1
gyepe3 MonoBehaviour-koMoHeHTH.

Hampuknan QuestManager € KoMIOHEHTOM, 0 Kepye aKTHBHUMHU KBECTAMH

public class QuestManager : MonoBehaviour

{
private List<Quest> _quests;
private bool _isQuestRun;
private int _currentQuestIndex;

private void RunQuest(int questIndex)

{
_currentQuestIndex = questIndex;
_quests[_currentQuestIndex].OnComplete += QuestOnComplete;

_quests[_currentQuestIndex].RunQuest();
_isQuestRun = true;

Cucrema nogiii Unity

Unity mo3Bosisie BAKOPUCTOBYBATH TOJIIT Ta JeJeraTy JUIss KOMyHIKaIii Mix
pi3HUMH crCcTeMaMu 0e3 )KOPCTKKX 3B s13KiB. Y Hamrii backend-cuctemi Mu akTHBHO
BUKOPUCTOBYEMO MO/IIi 1JIs1 BIACTEXKEHHS 3MI1H y CTaHl KBECTIB, A1aJIOT1B 1 BUOOPIB

rpaBLsl.
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Hanpuknan:
public event Action OnQuestCompleted;

private void CompleteQuest()

{

OnQuestCompleted ? .Invoke();
}
Pobora 3 Ul

Unity namae Canvas ta Ul-koMmoHeHTH sl CTBOpPEeHHs iHTepdericy. Y
HAIIOMY TPOEKTI 11 CUCTEMa BUKOPUCTOBYETHCS ISl BIAOOpaKEHHS J11aJIOTOBUX
BIKOH, OITUCY KBECTY Ta BUOOPIB IPABIIS.

Ul oHOBIIOETBCA Yy peadbHOMY Yacl BIAMOBIAHO IO MPOrpecy TrpaBllsi B
CUCTEMI1 MICIA:

?ublic void UpdateQuestUI(Quest quest)

questTitleText.text = quest.Title;
questDescriptionText.text = quest.Description;

36epe:xennst nporpecy (PlayerPPrefs, JSON, ScriptableObjects)
[Ilo6 30epirati cTaH KBECTIB, BHOOpIB TrpaBlid Ta JIajloriB, y MPOEKTI
BUKOpUCTOBY€EThCs cepiamizamis JSON Ta ScriptableObjects. Ile no3Bonsie nerko

30epiraTH J1aHi Ta 3aBaHTaXyBaTH iX IPHU MOBTOPHOMY 3aIlyCKy T'pU:
public void SaveProgress()
{

var progress = new QuestProgress

QuestName = _questName,
CurrentStepIndex = _currentStepIndex

}

string json = JsonUtility.ToJdson(progress);
PlayerPrefs.SetString($"QuestProgress_{_questName}", json);
PlayerPrefs.Save();

®iznunmii pymiii Unity (Physic 3D/2D)
VY Bumaaky IHTEPAaKTUBHUX OO’€KTIB, SIKI € YACTUHOIO MICiil (HAmpHKIIas,
npeaMeT st 300py abo ABepi, 1O BIAKPUBAIOTHCS MICIS BUKOHAHHS KBECTY),

BukoprctoByeThbes Physics.Raycast(), Rigidbody Ta Trigger-konaiaepu:
if (Physics.Raycast(ray, out hit))
{
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if (hit.collider.CompareTag("QuestItem"))
{

}

CollectItem(Chit.collider.gameObject);

3.2 MoayJii IPOEKTY TA iX (PyHKIiOHAJ

VY Hamriii cuctemi MOAyJIbHA apXiTEKTypa BiIIrPa€ KIIOUYOBY POJb, OCKIIBKU
3a0e3nevyye THYYKICTh, PO3IMIMPIOBAHICTh Ta JIETKICTh MIATPUMKU Koay. Koxen
MOJYJb BIJANOBIZAE 32 KOHKPETHY YACTUHY JIOTIKM TPHU, IO JO3BOJISIE JIETKO
Moau(DiKyBaTH Ta PO3MIMPIOBATH CHUCTEeMYy 0O€3 pU3HMKY MOPYLICHHS 1i 3arajibHOT
poooTH.

OCHOBHI MOyJIi HALLIOTO MPOEKTY

Meneoancep xeecmie (QuestManager)

- BianoBinae 3a 3aranpHe yrnpaBiIiHHS KBECTaMH B T'Pi.

- Bizncrexxye akTUBHI, 3aBEPILIECHI Ta HEBUKOHAHHI KBECTH.

- [lepenae iHpOpMaLIiIO IHIIMM MOIYJISM PO 3MIHY CTaHY KBECTIB.

- BukopucroBye momiiiHy cuctemy Unity s B3aemofil 3 IHIIUMH
KOMIIOHEHTaMH.

Cucmema xeecmie (Quest, QuestStep, QuestSetup)

- Onucye CTPyKTypy KOXKHOTO KBECTy, HOTO KPOKH Ta YMOBH
3aBEpIICHHS.

- QuestStep Bu3Hayae KOHKPETHI Jiii, K1 TpaBellb MAa€ BUKOHATH.

- QuestSetup BUKOPUCTOBYETHCS JJIs HAJAIITYBaHHS YHIKAJIbHUX
MEXaHIK OKpEeMHX KBECTIB (YMOB BUKOHAHHS KPOKY, BCTAHOBJICHHS JI1aJIOTIB YU
300py TIPEIMETIB)

Cucmema oianocie (Dialogue System)

- O0pobuisie cTpykTypoBaHi aianorosi daiiau (XML).

- Busznauae BapianTH BUOOPY IpaBIIs.

- [HTErpy€eThCs 13 CUCTEMOIO KBECTIB JIJI1 OHOBJIEHHS CTAaTyCy Miciil Ha

OCHOBI1 BHOOPY T'paBIIs.
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3oepeacenns npozpecy (QuestProgress)

- BianoBinae 3a 30epekeHHs Ta BITHOBJICHHS CTaHy KBECTIB.

- Jlo3BoJisie  TpaBLSIM — MPOAOBXKYBAaTH BUKOHAHHS MICIA  micis
nepe3arycKy Tpu.

- Bukopucroye JSON-cepiamizamito ais 30epexxeHHs 1HpopMmarlii y
PlayerPrefs.

Cucmema nokanizauii (QuestLocalization, QuestLocalizationLoader)

- 3aBaHTa)Xy€ JIOKaJ130BaHI TEKCTH JIJI1 KBECTIB, JIajOTiB Ta I1HIIHX
TEKCTOBUX €JIEMEHTIB.

- BuxopuctoBye rHydky CTpykTypy mapcepiB st poobotu 3 JSON Ta
CSV.

- J103B0OJIsIE 3MIHIOBATH MOBY I'pH 0€3 Mepe3anycKy.

Cucmema maiimepis (QuestTimer)

- Jlo3BOJIsIE BCTAHOBIIIOBATHU OOMEXKEHHSI MO Yacy Jig BUKOHAHHS
MEBHUX KBECTIB.

- BuKoOpHUCTOBYETHCS 17151 CTBOPEHHS YACOBUX KBECTIB a00 0OMEKEHHX Y
yaci 3aBJIaHb.

- [HTerpy€eThes 13 3aranpHOMO Jtorikoro QuestStep.

Yci Momyni TpoOeKTy TICHO IHTErpoBaHi MiX co0O0l0, ajne BOJHOYAC
3aJIMIIAIOTHCS CITA0KO 3B’ SA3aHUMU 3aBJSIKM BUKOPUCTaHHIO MOiH, ¢padbpuk ta DI-

niaxoay yepes Zenject.

3.3 OnTuMmi3zanisi IPOAYKTUBHOCTI MPOEKTY

OnTuMizaliiss TPOIYKTUBHOCTI € KIIIOYOBHUM AaCIEKTOM PO3POOKU IrPOBHX
cucTeM. Y HalloMy MPOEKTY 3aCTOCOBAHO psiji €PEeKTUBHUX METOIB ONTHUMI3AIIIi,
10 JIO3BOJISIIOTH MIHIMI3yBaTH BUKOPUCTAHHS PECypcCiB, 3a0e3meunTu CTabUIbHY
poOOTY JIOTIKM Ta IJIABHUM 1rpOBUIl MpOIIEC.

Onrumizanis 00po0Ku KBeCTiB Ta cleHaPIIB

OcCKiJIbKH Hallla CHCTEMa MOYE MICTUTH BEJIMKY KUIbKICTh KBECTIB, BUOOPIB

Ta CUEHapIiB, BAKJIMBO MIHIMI3YyBaTH BUTPATHU PECYPCIB HA IXHIO 0OPOOKY.
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IoxieBa cucrema

- 3amicTh moctiitHoro onutyBanHs (Update()), cuctema kBecTiB pearye
Ha TOi1 (HaIpUKJIaJ, 3aBePIICHHS KPOKY KBecTy a0o 3miHa ctany NPC)

- BukopurcTaHHs aeseraTiB Ta Mo/Iiid 3HaYHO 3MEHIIY€ HaBaHTaKEHHS Ha

IIPOLIECOp
public class QuestStep

{
public event Action OnStepCompleted;

public void CompleteStep()
{

}

OnStepCompleted ? .Invoke();

}

JIiHuBe 3aBaHTaKeHHS

- KBecTu 3aBaHTaXyIOThCS B MOMEHT iXHBOT aKTHBAIllli, a HE BC1 0JIpazy
P CTapTI TPHU.

- Ile n03BOJIsIE EKOHOMUTH NIaM’SITh y BEJIMKUX ITPOBUX CBITaX.

OnTumizanisa Jokajizamii

Jlokanizalis peajii3oBaHa uepes MonepeaHe KeIryBaHHs TEKCTIB, 1[0 3MEHIITY€
HABAHTAKEHHA MPU KOXKHOMY 3BEpHEHHI J10 (haiiiliB JOKaIi3alii.

- JlokamizoBaHi JaHi 30epiraloThCs B CIOBHHUKY, IO JIO3BOJISIE IIBUIKO

OTPUMYBATHU AOCTYI 0 NEPEeKIaaiB 0€3 MOBTOPHOIO 3UNTYyBaHHS (DailiiB.
private Dictionary<string, string> localizationCache;
public string GetLocalizedText(string key)
{ return localizationCache.TryGetValue(key, out var text) ? text : "Missing

Text";
}

30epeskeHHS Ta 3aBAHTAKEHHS MIPOrpecy

36epexxkeHHs nporpecy peanizoBano uepe3 JSON-cepiamizaiiito, 110 103BOJIsIE
e(heKTUBHO 30epiraTu Ta BiTHOBIIOBATH CTaH KBECTIB O€3 3aliBUX OOYMCIICHb.

- ABTOMAaTHBHE CTUCHEHHS TaHUX nepen 30epeKCHHIM

(BukopucTtoByeTbesa MiHiMizatis JSON st 3MeHIeHHs oocsry (aiisiB)

string json = JsonConvert.SerializeObject(progressData, Formatting.None);
File.WriteAllText(savePath, json);
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Onrumizauis podoru 3 Unity

Unity mae psim oOMexeHb y TpPOIYKTUBHOCTI, TOMY BKJIUBO YHUKATH
HEONTUMAJIbHHUX TTPAKTHUK.

Minimizanis Update()

- BUKOpPUCTOBYIOThCS KOPYTHHH JUIS DiJKICHUX OHOBJEHB 3aMiCTh

NOCTiIHOTO BUKOHaHHS Koty B Update().

private IEnumerator Timer(float duringTimer)

{
TMP_Text timer =
gameObject.transform.GetChild(1).GetComponent<TMP_Text>();
timer.text = duringTimer.ToString();

float time = duringTimer;

for (int i = 0; i < duringTimer; i++)

{
yield return new WaitForSeconds(1);
time——;
timer.text = time.ToString();

}

var quest = _questManager.FindActiveQuest();

quest.CompleteStep(6);
}

3aBasku eeKTUBHIN ONTUMI3AIlT MU 3MOTJIM MiHIMI3yBaTl BUTPATH MaM ST,
3MEHIIUTHA HABAaHTAXKEHHS Ha TIPOLIECOp Ta 3a0€3MEeUNTH TUIaBHUHN 1TPOBUIA MPOIIEC.
Ile no3Bonsie cucrteMi MacmTaOyBaThca Ta OYTH THYYKOW JJsi MaillOyTHIN
JIOTIOBHEHB 0€3 3HAYHHMX BTPAT MPOIYKTUBHOCTI.

BucHoBok 10 po3uiny 3

VY oMy po3aii Oysio po3risHyTO BUKOpHCTaHHs (yHKIIoHamy Unity mis
peaiizariii backend cucremu, onrMcaHo MOTyJIi MPOEKTY Ta 1X npu3HaueHHs. OKkpeMy
yBary OpHAUIEHO ONTUMI3allii NPOAYKTUBHOCTI — 3MEHIICHHIO HABAaHTAXEHHS Ha

CUCTEMY IIJISTXOM 3aMiHU TOCTIMHUX MEPEBIPOK HA MOMIMHUM MiIX1.
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PO3/1J1 4
PE3VJIbTATH EKCIIEPUMEHTAJBHOI YACTUHHU

4.1 TectyBanus backend-cucremu

MeToto TecTyBaHHS € TIEpPEeBipKa KOPEKTHOCTI pOOOTH OCHOBHUX MEXaHIK
CUCTEMH, BKIIFOUAIOUH:

- Peectpartito Ta BUKOHaHHS KBECTIB.

- BizncTe)xxeHHs cTaHy BUKOHAHHS KPOKiB.

- B3aemopito 3 iHmMMH cucTeMaMu Tpu (HANPHUKIAT, OTPUMAaHHS
MPEAMETIB).

- [lepeBipky cTaOlLILHOCTI BUKOHAHHS KBECTIB Y MeXaxX IrpOBOTO

poIIecy.

DOyHKUIOHATIbHE TECTYBAHHS

Ha upomMy etarmi nepeBipseThCs, Ui MPABUIBHO MPAIIO€ CUCTEMa KBECTIB Ta
YK KOPEKTHO 3MIHIOIOTHCS iXHI CTaHU PU BUKOHAHHI YMOB.

TecTyBaHHSI CTBOPEHHH Ta iHimiadizauii KBecTy

Onuc: [1epeBipsieMo, YU CTBOPIOETHCS KBECT 13 33JITaHUMU IMapaMeTpamMu Ta Y1
JIOJTA€THCS IO CTIHCKY KBECTIB.

Jlii: BukxopucroByemo penakrop Unity mnst cTtBopeHHs 00’€KkTa KBECTYy Ta
nepeBipsAEMO HOTO 1HIMaM3aIlo.

OuikyBanuii pe3ynbTaT: KBecT moBuUHEH OyTHM CTBOpPEHHH 13 3aJaHUMU

napameTpamu (Ha3Ba, OMHC, CIIUCOK KPOKIB).



© Inspector ® Lighting
Ea v Quest
¥ ag Untagged ayer Default

Transform

~ Quest (Script)

Quest Name
General Quest Description
Steps

MorosopyTH 3 HNC
3HaiTK 3 Abnyka
3HaATH 3 KopoGKK CIPHWKIB
3HaiATK gpyra
MoeepHyTHCA K KyGY 0 BigOaTH 3HaRgeH] NpeagMeTH
MoBepHyTWCA K KyOy 3 HOBWHOK Npo WOro gpyra
3akiHJenHA aobpe

JakiH4YeHHA noraxe
Quest Localization File guestLocalizationExCS)
ana (ltem)
+ Quest Setup (Script)

Dialog Presenter B DialogPresenter (Dialog Presenter)

Dialog Presenter 2 o DialogPresenter (1) (Dialog Presenter)

Add Component

Pucynok 4.1 — O0’€ekT KBECTy B IHCIIEKTOP1

MorosopMTH 3 HAC

Onuc wary
Description [MoroBopKTKM 3 HNC

IpeHTHdikaTop Wwary

Action Id
HacTynHi warw
Next Step Ids
Element O

Element 1

Yi € TaliMep Ha BUKOHAHHA Wary
|s Timer

AKLWLO € TO CKINBKK Yacy Talmep
Timer During

Mopia novyaTky wary
on it (Que D)

Runtime Only * QuestSetup.SetupFirstStep
Quest (Que D)

Pucynok 4.2 — [Ipuknaa CTpyKTypH 3allOBHEHHST KPOKY KBECTY
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[MoroBopiTb 3 NPC

Pucynok 4.3 — Pe3ynbpTaT peectpariii KBecty

Sk 6aunMo, KBECT IPH 3aITyCKy I'PH B HAC 3apEECTPYBaBCs, i 0JIpa3y 3allyCTUB
nepmuil Kpok A0 Aii. Onuc kWi MU BOUCYEMO B 1HCIIEKTOP1 HE TaK BaYKJIUBHM, 11€
O1nbI1Ie 3pO0JIEHO JIs TOTO, 100 BIAPI3HATH KPOKH OJMH BiJ OJTHOTO, a JIOKATI3aIlisa
OepeThCs 3 BIANOBIAHO 3aBaHTAXKEHOTO (paiimy ynokamizauii. Ik BUCHOBOK MOXKEMO

CKa3aTH, 10 PEECTPallisi KBECTY MPOXOAUTH YCHIITHO.

TecTyBaHHSI OHOBJIEHHSI CTAHY KBECTY

Omuc: KBecT NMOBHHEH 3MIHIOBAaTH CBIM CTaH BIOHOBIJIHO 0 TOro SK
BUKOHYIOTHCSI KPOKH.

JIii: BukoHaTH KOXKEH KPOK KBECTY.

OuikyBaHwuii pe3ynbTat: [Ipy BUKOHaHHI KO’KHOTO KPOKY BiH Ma€ MEPEXOUTH

A0 HACTYIIHOI'O, a ITCJIST OCTAHHLOI'O — BECH KBECT 3aBCPINYETHCA.
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"3Haligitb 3 A6nyka"
"3HaligiTb 3 KOpO6KM CipHUKIB"

Pucynok 4.4 — HactynHuil KpoK KBeCTy

[Ticns Toro sik mMu moroBopuian 3 NPC, mMu B35l B HHOTO 3aBJaHHS Ha
3HaXO/PKCHHS MPEIMETIB, W MICHs M1ajloTy B HAC MHUHYJIUN KPOK 3aBEpIIUBCA, a
HACTYITHUH moyaBcs. SIk MokeMo moOaYnTH, BiH HABITh Ma€ TaiiMep 110 3aITyCTUBCS,
TOMY 320/IHO MU MO0auuiu 1o (PYHKISE OOMEXEHHS B 4aci Uil KPOKIB TaKOXK

MpaIfoe BiAMIHHO.

"Micis 3aBepLleHa"

Pucynox 4.5 — 3aBepiiieHHsT KBECTY
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[Ticast TOro sIK MM BUKOHAJM BC1 KPOKHU LILOTO KBECTY, BIH MO3HAYAETHCS SIK
IIPOMICHUM.

TecTyBaHHs HeJIiHIITHOCTI

Onuc: KecT moBuHEH MITH MO IHIIN TUAI PO3BUTKY, SIKIIO 3POOUTH
BIJIMOBIIH1 J1ii B MOMEHT1 PO3BUJIKH.

Jii: OOpatwu iHImMK BapiaHT BiMOBI/I B Tiai031.

OuikyBaHuii pe3yabpTaT: B Hac 3amycTUThCS HE KPOK 31 300pOM MPEIMETIB, a

THIIHUHA.

3Haiith A6nyka

| 3HaiTn apyra

CuHili Ky6

Y MeHe fBa TepMiHOBUX 3aBgaHHsA. O6epn ogHe: abo 3Haran 418 MeHe Tpu s6/1yka, abo
[I0NOMOXM 3HANTM MOro Apyra, IKOro 3BaTu YKOBTUIA TPUKYTHUK.

Pucynok 4.6 — Bapiantu Bignosiaen
Mu noBuHHI 00paTH «3HaWTH Jpyray, ¥ MICIS I[OTO B HAC KBECT MijAe 1O

HILHA ClIeHApHIN T,

"3HaiaiTb i NOroBopiThb 3
OPYroM CHbLOro Ky6a"

Pucynok 4.7 — HeniniliHa 3MiHa KPOKY
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Sk MoxeMo mobavynTH, B HAC 3ayCTUIIACH 1HITIA CIICHAPHA TUIKA, i 10 KPOKY
MU TIOBHUHHI 3HAWTU Jpyra CUHbOro KyOa, a He 3 s0imyka. ToOTO, K BUCHOBOK,
MO>KHA CKa3aTH IO HEJIHIMHICTh B HAINK CHCTEMI MPAITIOE.

TecTryBanHs 30epe:keHHs Nporpecy

Omnuc: KBect 306epirae cBiif cTaH Mpu BUXO/I1 3 TPH, U MPU Mepe3aBaHTAXKEHH1
BIH ITOYMHAETHCS 3 TOTO MICIS A€ MU 3aKIHYHIIU.

Jii: [Ipoiitu KBeCT A0 MOJOBUHU, BUITH 3 TPH, Ta 3alTH B HET 3aHOBO.

OuikyBanuii pe3ynbTaT: KBeCT Mpo10BKUTHCA 3 TOTO MICIIS /1€ MU BUMIILIH.

"lNoBepHITLCA 4,0 CUHBOTO
Ky6a i BigaanTe sa6nyka"

Pucynok 4.8 — [Ipoiinena nojgoBuHa KBECTY

3 bOTO MOMEHTY MU 3aKiHUyEMO TpY, MICIIs YOT0 3allyCKaeMO ii 3aHOBO, i
MOBUHHI MOOAYHTH, 10 T'pa MOYHETHCS 3 TOTO MICIA, /16 MU BUUIUIM, a SKIIO

TOYHILIE 3 KPOKY, SIKWW OyB aKTUBHUMN TOJI1, KOJIM MU BUUIILIH.
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"MOBEPHITLCA A0 CUHLOTO |
Ky6a i BigaainTe sa6nyka"

Pucynox 4.9 — Pe3ynbTar nepe3aBaHTaXeHHS Tpy

Sk moxxkemo moOauyuTH, 3 SBWJIMCh MU HE Ha TOMY > Micii, 0o 1ei
(GyHKITIOHAT HE BITHOCUTHCS JI0 HAIIO1 CUCTEMHU, ajie KPOK, SIKHii OyB aKTUBHUM MPU

BUXO/1, TaK 1 3aJIMIITUBCSA aKTHBHUM.

4.2 AHaJti3 NPOAYKTUBHOCTI

Meta anamnizy

OCHOBHOIO METOIO aHaTi3y MPOIYKTUBHOCTI € TEepPEeBipKa TOTO, SK CHCTEMa
00po0iisie 3MiHYy CTaHy KBECTY B pEalbHOMY 4Yacy Ta SK II€ BIUTMBa€E Ha
BUKOPHUCTAHHS pEeCypciB Ipu. BaxkIMBO OLIIHUTH HABaHTAXKEHHS, K€ CTBOPIOE
CHUCTeMa KBECTIB, Ta BUSIBUTH MOKJIHMBI BY3bKI MICIIf, 1[0 MOXYTh MPU3BECTH JI0
naaiaas FPS abo 3aTpuMOK B OHOBJICHHI JaHUX.

MeToauka aHaJji3y

Ominka TPOAYKTHBHOCTI BHKOHyBajach y cepemoBuiii  Unity 3
BukopucranusM Profiler. Bymo npotecToBano Taki crieHapii:

- Cuenapiit 1: 3BuyaitHe (QyHKIIIOHYBaHHSI KBECTOBOI cUCTeMHU (OAUH

aAKTUBHUU KBECT B COKIMHOMY TE€MIT1)



44

- Cuenapiii 2: AKTUBHA B3aeMOIis (IIIBUIKE BUKOHAHHS KUTHKOX KPOKIB
TIPS

- Cuenapiii 3: AHaji3 OHOBIICHHS CTaHYy KBECTY B pealbHOMY Yacy 4epes
Update()

Hama cucrema kBectiB, ik 0yJio 3a3Ha4€HO paHillle, BUKOPUCTOBYE ITiIX1]T
MOTIMHOI CUCTEMH, SIKa BUKOPUCTOBYE PECYPCH KOMIT I0TE€pa TIIbKA B TOH MOMEHT
KOJIY 11e HeOoOX1/THO. AJIe ICHY€ 1 1HIIMHN MiAX1d, TaKui SK peaai3oByBaTH NEPEBIPKY
craniB yepe3 Update(), ToOTO mepeBipsATH CTaH KBECTY KOXCH Kajp, IO 3HAYHO
3HM)KY€ TPOIYKTUBHICTh CUCTEMU. JlJIsi HArasgHOCTI OyJI0 MPOTECTOBAHO OOMIBA

MIJIXO0/IH, 1100 MPOJEMOHCTPYBATH BaXKJIUBICTh ONTHMI3aIlii.

Cuenapiii 1

Pucynok 4.10 — rpadik Bukopuctanus CPU B Profiler npu Cuenapii 1

Sk Mo)keMo 1oOaunTH, MPU CIIOKIMHOMY MPOXOKEHHI KBECTY B HAcC rpadik
pIBHMI, 3 PIAKUMU HE3HAYHUMHU CKayKaMH, M0 JOBOJI TapHO CKa3ye€ThCs Ha
POIYKTUBHOCTI cucteMu. M Takuii rpadik Ha mpoTs31 ycboro tectyBanHs. ['padik

BioOpakae HaBaHTaxeHHs1 HAa CPU came po060TH CKpUIITIB.

Pucynoxk 4.11 — yac BUKOHaHHS CKPUIITIB B COKIHHOMY PEXUMI
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Pucynok 4.12 — yac BUKOHaHHSI CKPUNITY OHOBJICHHSI CTaHy MiCiii

TobTo sSK MOXEMO IMMO0AaYUTH, B CIOKIHHOMY pEKHMI caMe CKJIajgHe

OHOBJICHHS 3alHII0 2.12 MC.

Cuenapii 2

Pucynox 4.13 — rpadik Bukopuctannas CPU B Profiler mpu Cuenapii 2

AHanizyound apyruid rpadik MOXHa CKa3aTd, IO MIBUAKICTH BUKOHAHHS
KBECTY Mail’)keé HE€ BIUIMBAE€E Ha MPOJYKTUBHICTh CHCTEMH, IO TOKa3zye ii

CTablIBHICTB, TaK SK Iel rpadik cxoxui Maibke 1 B 1 3 rpadixom CrieHapiro 1.

PucyHnok 4.14 — yac BUKOHaHHS CKPHUIITIB B IIIBUAKOMY TEMITI
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PucyHnok 4. 15 — yac BUKOHaHHS CKPUIITY OHOBJIEHHS CTaHy KBECTY B IIBUIKOMY

TEeMITL

OTxe, MpU MIBUIKOMY BUIIOBHEHHI KBECTY 4YaC BHUKOHAHHS CKPHUIMTIB HE
3HAYHO IIJIBUILUBCS, i ckianae 0.92 mc B cTaH1 miaATpuMaHHs PyHKITIOHYBaHHS TPH,

Ta 2.17 MC npy OHOBJIEHHI CTaHY KBECTA.

Cuenapii 3

Jl1st TOro, 1100 MpoTECTyBAaTH TPETIH ClieHapii, MOTPIOHO TPIIIKHA CIIOTAHUTH
Hally CUCTEMY, NepepoOMBLIM ii MiJ MEPEBIPKY CTaHy KBECTY KOKeH Kaap. Jis
I[bOI0 BUKOHAEMO HACTYMHI Aii:

3poOrMO OHOBJICHHS OINUCY KBECTY KOXKEH KaJp:

void Update()
{
_questDescriptionPanel.SetActive(true);
_questDescriptionPanel.transform.GetChild(0).GetComponent<TMP_Text>
().text = description;

}
[lepeBipka yMOBH 3aBEPILIECHHS KPOKY KOXKEH Kajp:

public void SetupFirstStep(QuestStep step)
{
_dialogPresenter._dialoguesArr = new TextAsset[] {
Resources.Load<TextAsset>("Dialogs/dialogQuestStart") };
_isStepCompleted = false;

_actionId = null;

private void Update()
{
if (!_isStepCompleted && _dialogPresenter.IsDialogEnded(out int
actionId))
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_isStepCompleted = true;
_actionId = actionId;
CompleteStep();

1}

Hpyra nig Takox Oyjie 3aCTOCOBaHA HE TUIbKHU J0 IEPEBIPKU YMOBH MEPIIOTO

KPOKY, @ i BCIX 1HIIHX.

Pucynok 4.16 — rpadik Buxopuctanus CPU B Profiler npu Cuenapii 3

Ak MoxkemMo mo0aunuTH, HABAHTAXKEHHS Ha MPOIECOP 3HAYHO MiJIBUIIUBCS, 32

PaxyHOK TOro mIio 00YHCIICHHS OAHOI'O M TOTO X BHKOHYE€TBLCA KOXKCH Kalp.

Pucynok 4.17 — yac BuKoHaHHs ckpunTiB uepe3 Update

Pucynox 4.18 — yac BUKOHaHHS HAMOLTBII 3aTPATHOTO CKPHIITA Yepe3

Update
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OTxe, AKII0 BUKOPUCTOBYBATH TaKUil HE AK€ MPOAYKTUBHUN MIIX11, TO 9ac
BUKOHAHHS CKpUMNTiB BUpocTae a0 1,86 Mc, 1m0 € mpubau3Ho B 2 pasa Olibliie, HiXK

IpU BUKOPUCTAaHHI MOAIMHOTO MIIXO0y, a TPU OHOBJIEHHI CTaHy KBeCTy 110 3,24 Mc.

Pe3yibTaTH TecTyBaHHSA

Buxopuctanus pecypciB MpH CTaHAAPTHOMY (PYHKIIOHYBaHHI KBECTOBOT
CUCTEMHU: B CEPEIHbOMY OHOBJIEHHs CTaHy 3aiimae 2,13 Mc, 10 € MIHIMaJIbHUM
HaBaHTA)KECHHSIM.

BrnuB mBuakoi B3aeMopii 3 KBeCTaMH: KOJU TpaBellb MIBUIKO BUKOHYE
KUTbKa MK maps, HaBanTaxeHHs Ha CPU He3nauHo 301ib11yerbes 10 0,05 mc.

BriB cricreMu OHOBIIGHHS CTaHy KBecTy: Bukopuctanus Update() migxomy
CTBOPIOE 3aliB€ HABAHTAXKEHHS, TOMY IIO MEpeBipKa BiIOYBAEThCS HAa KOKHOMY

KaJip1 i 301IbIIIy€ HABAaHTAXKEHHS HAa CUCTEMY NPUOJIU3HO B 2 pasa.

4.3 BruiuB onTuMi3anii Ha NIPOAYKTHBHICTH

IIpoBeaeni onTtumaszamii

- [Mepexin Ha momiiHy MoJenb — 3amicTh oHoBiieHHs B Update() kBect
3MIHIOETHCS JIUIIIE IPU OTPUMAaHHI TPUTEPIB.

- 3MeHIIeHHs] BUAIEHb NaM’siTi — 30epiraHHs KBECTIB 3pO0JIEHO Tak,
1100 HEe CTBOPIOBAIIMCH 1X KOTIIi.

- Pinke BUKOpUCTAaHHS KOPYTHH — HaBiTh TOJ1 KOJHM HaM MOTPiOHO
BukopucroByBatu Update() mis kopoTkodacHOi mpari KOKEH Kajap, TO 3aMiCTh
IIbOI0 MU BHKOpHCTOBYeMO Coroutines.

AHaJI3 IPOAYKTHUBHOCTI MicJIA ONTUMI3alil

Cnuparoudch Ha aHaji3 MPOAYKTHUBHOCTI B MHUHYJIIOMY IYHKTI MOKHA
3pOOUTH BUCHOBKH IIIO:

- Cepenne Buxkopucranusa CPU: 6iau3bko 1 Mc (1o B 2 pa3a MeHIE Bif
MPOYKTUBHOCTI O€3 OMTUMI3aIli1)

3aBISKM MEpPEeXoly Ha MOAIHY CUCTeMY Ta 3MEHIICHHIO 3aliBUX OOUYHCIIEHb

CHCTEMa CTaJia HabaraTo MIBUOIIOLO.
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BucHoBok 10 po3ainy 4

VY 1mpoMy posaim Oyio mpoBeneHo TectyBanHs backend cucremu B ymoBax
peanbHOrO IrpoBOro cepefoBuia. llepeBipeHO KOPEKTHICTH pPOOOTH KBECTIB,
JajoriB Ta OHOBJICHHS CTaHIB KPOKiB. 3MIMCHEHO aHami3 TPOAYKTUBHOCTI 3a
normomororo  Unity Profiler, mo mo3Boimiao BUABUTH HAHWOLIBII PECYypPCOEMHI
ninsakn  Koxy. Ilicnms BmpoBampkeHHS omnTuMizarlli 3a(ikCOBaHO 3MEHIIICHHS
HAaBaHTAKCHHS Ha IIPOILIECOpP Ta IOKPAICHHS 3arajbHOi CTaOiIBHOCTI POOOTH

CHCTCMU.
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BUCHOBKU

Jlana poGota Oyna mpuCBAYEHA PO3POOIII ABTOMATHU30BAHOI CHCTEMH
YOPaBIIHHS KBECTaMH, sIKa JO3BOJISIE THYYKO KEPYBAaTH ITPOBUMH CIICHAPISIMH,
MIJBUIYIOYH €PEKTUBHICTh PO3POOKH IHTEPAKTUBHOI'O KOHTEHTY. byJio rpoBeieHo
aHalli3 Cy4acHHMX MIJXOMAIB JO CTBOPEHHsS MOAIOHUX CHCTEM, y pPe3yibTaTi 4oro
BUSBJIEHO, 1[0 0araTo iCHYIOUMX pillleHb a00 HaJaMIPHO YyCKJIagHEeHi, abo He
3a0€3IeUyI0Th IOCTaTHhOI THYYKOCTI JIJIs1 PO3MIUPEHHS (PYHKITIOHAITY.

VY xon1 po3poOku 0yI10 3apOITOHOBAHO KOHUENTYAJIbHY MOJIEb CUCTEMU, L0
BKJIIOYAE€ MOJYJIBHY apXITEKTypy, J€ KOXXE€H KOMIIOHEHT BIJIMOBIJIA€ 3a OKpEMY
yacTUHY 0OpoOKHU KBecTiB. byia peanizoBana cuctema mo/iiid, 3aMiCTh TOCTIHHOTO
OHOBJICHHSI Y KOKHOMY KaJpi, 10 T03BOJIMIIO 3HU3UTH HABAHTAXKCHHSI HA TIPOIIECOP
1 MiHIMI3yBaTH HENoOTpiOHI oOuucieHHs. JlJig ymnpaBiliHHA —3al€KHOCTSIMU
iHTerpoBaHo Zenject, mo 3HaYHO MOKPAIIKIO MATPUMKY Ta PO3IIUPIOBAHICTh KOIY.

Okpemy yBary MOpHUIUICHO OINTHUMI3aIii MPOAYKTUBHOCTI, IO BKIIOYAJIO
3MEHILIEHHS 4YacTOTH BHUKIHKIB TMEpPEBIPOK CTaHy KBecTiB. TecTyBaHHsS
NPOAYKTUBHOCTI TpoBereHe 3a momomororo Unity Profiler, mokasamo cyrrese
3MCHIIICHHS] HaBaHTa)XCHHS Ha TMPOIECOop, IO MO3WTMBHO TO3HAYWIOCS Ha
CTaOUIBHOCTI CUCTEMHU.

Po3pobiiena cuctema nmpoeMOHCTpyBajia BUCOKY €(eKTUBHICTh Y KEpyBaHHI
KBeCTaMu, 3a0e3neuyroud 3pyYyHUN MeEXaHi3M Il CTBOPEHHS, OHOBJICHHS Ta
BIJICTEXKEHHSI CTaHy 3aBJaHb. BoHa Mo)ke OyTH IHTErpOBaHA y IIMPOKUN CHEKTP
ITPOBUX MPOEKTIB, AAANTYIOUUCH ITi]T CTIeIM(DIuHI BUMOTH PO3POOHHKIB.

Takum YuHOM, peali3oBaHE PINICHHS [I03BOJISIE aBTOMATH3yBaTH TIPOIIEC
KepyBaHHS KBECTaMH, 3MEHIITYIOYM HaBaHTaKEHHS Ha PO3POOHUKIB 1 TOKPAITyIOYU
3arajbHy MPOIYKTUBHICTH TPHU. 3aNPOMOHOBAHUH MIIX1]] MOXKe OyTH PO3UIUPECHHIMA
JUI  BUKOPUCTAHHS Yy CKJQHIMIMX CIEHAapiaX, M0 MiATBEPIKYE HOro

HepCHeKTI/IBHiCTB AJI1 TIOJAJIBIIOIO PO3BUTKY.
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JTOJATKH

JHomatoxk A

MIHICTEPCTBO OCBITH IHAVKH VKPAIHH

XapkiEcBKHH HamoHaTeHHI vHiEepcHTeT iMeH1 B. H. Kapazina

HaguaneHo-HaVKOBHIT IHCTHTYT KOMIT IOTEPHHX HAVK Ta IITVIHOTO 1HTEIEKTY
Kadenpa xomm'ioTepHx cHCTEM Ta poDOTOTEXHIKH

PieeHs BHINOT oCEITH (OCEITHRO-KBEAMMMEAINAHNA pikeHs) bakagasp

lamvae 2HanE: 15 — AETOMATHZALIA Ta NPHIAT00V IVEAHHA

Crnemanericte: 151 — ApToMaTHIaIIA Ta KOMII I0TEPHO-IHTETPOEAH] TEXHOIOT
OceiTHA mporpaMa «AETOMATH2AIIA Ta KOMI IOTEpHO-1HTETPOEAH] TEXHOIOTIx

SATBEPLKVIO

Bo. zaBiJ:wBaqa EKadeIpH KOMI IOTEpHHX

_ CHCTEM Ta poOOTOTEXHIKH
_,r,-g,_,cf K. ¢.-u. 5., gor. XPVCIIOB M. M.
A «02» mopTHa 2024poky

JABJAHHA
HA KBANIPIKAIIHHY POEOTY

CABYYEA Baagucaaga ApreMoBH4A
|DpiZEMIIE, IM'H, [0 GATRXOEL CTYOEHTE)

1. Tema pooorn_BACKEND-CHCTEMA LI VIIPABJIIHHA CIOEHAPIAMH TA
BHEOPAMH KOPHCTYBAYIB ¥ TPACIYHHX NMPHT'OTHHINIBKHX TTPAX

KepieHHE po0oTH bHikoea Tersana BoroguMmupiEHA, KAHIHIAT TeXHIYHHX HAVE, TOIEHT
{mpizEmme, iv's, T0 §2THEOE], EAYXOEHE CTYINER, EYRHS I22HES)

3ATBEpIESH] HAKA30M [0 VHIBEpCHTETY B1d 16 keimua 2025 pory Ned101-5/962
2. Ctpoxk mogauns cryaeatosM pobota 30 mpasua 2025 pory

3. Ilepemk mHTaHb, 9K1 IOTPIOHO PO3PODHTH)

1. IlpoamamizyEaTH ICHVIOE pPIUOEHHA I YIPAEMHHA CUOCHapiAMH B rpadiasHEx
IPHIOOHHUBKHY IMpax.

2. PozpobuTH apxitekTvpy backend cucTemu, AKa DasveTscd HA CVYACHHX MIOX0OaX OO0
no0VI0EH IPOTPaMHOro 2a0e3edeHH.

3. Peamzveatn ¢vHEmIOHAT gm1d poDOTH 3 1HTEpPAaKTHEHHMH IialoraMH, EHOOpaME
KOPHCTYVEATIE Ta IX HacILIKAMH.

4. IuTerpvEaTH CHCTEMH 3aIeEHOCTEH 3 BHKOpDHCTaHHAM Zenject 1714 zabesnedeHHA
THYYEOCT TA MacIITaboEaHOCTL IPOEKTY.

3. Ilpoeectn TectveamHa backend cmcTemMH Ha 0asi CTEOpPEeHOi IpH Ta OLHHTH ii
e eKTHEHICTE.
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4. Ilnan pobdotn
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Ne HazeH eTamnie poboTH
3o

Tepmin
EHKOHAHHA
ETamiE podoTH

1 | 3areepoxeHHA TeMH pODOTH 05.09.2024-

26.09.2024

2 | JliTeparypHHA orIag cyYacHHX MIXO0OIE 0 pospobkH backend cuctem | 26.09.2024-

714 VIIPAaEMiHHA CUSHAPIAMH Ta BHOOpPaMH KOPHCTVEATIE OT1 18.10.2024
iHTEpaKTHEHHX ITOp

3 | Agamis MeTOOIE YIIPABTiHHA CUSHAPIAMH Ta EHOOPAMHE KOPHCTYEAYIE 19.10.2024-

02.11.2024

4 | Pozpobra xoHnenmii backend cucTeME 03.11.2024-

15.11.2024

5 | Peamizamnia cHCTEMH KESCTIE Ta IHTEPAKTHEHHX CLIeHApIiE 16.11.2024-

10.01.2025

6 | Tecryeamnsa backend cHcTemH, OIIHEA cTAOLUTBEHOCT Ta THYIKOCTL 11.01.2025-

05.02.2025

7 | BuzpageHHa 00MeEeHE CHCTEMH Ta PO3pODKa peKOMeHIAINH INOJ0 06.02.2025-

EIOCKOHATCHHT 25.02.2025

8 |Iligroroeka Ta odOpMISHHA 3EITHHX MATEPIATIE TA JOJATKIE 26.02.2025-

keamidikamiinoi podotH. OdopMIsHHET COHCEY MTEpaTypH 10.03.2025

9 | OdopMIeHEHE NOACHIOBATEHOI 3aNIHCKH BiOIOBLTHO IO BHMOT 11.03.2025-

30.05.2025

10 | OdopmMaerHHT 2BITY OPO NepeIIHILIOMHY IPAKTHEY 11.03.2025-

30.05.2025

5. Jata eupadi sapgaund 02 yeoemun 2024 pory.

Ctyaent B. A Capavk

Kepienur podor  T. B. bukoea

B
B
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Honaroxk b

3aTBEPIKYIO

« » 2025 p.

TexHniuHe 3aBIaHHA
HA PpO3pOOKY cUCTEeMH
«Backend-cucrema ynpaBiiHHS CIICHapisIMH Ta BUOOPaMU KOPUCTYBAYiB y
rpadiyHUX MPUTOJAHULIBKHUX 1TPax»

BBenenns 1.1. Ha3Ba: Backend-cucrema ynpaBiiHHs ClieHapisiMH Ta
BUOOpaMH KOPHUCTYBauiB y TpadiuHUX MPUTOTHUIIBKUX
irpax.

1.2. T'any3p 3acTOCyBaHHs: po3po0Ka irop.

[MincraBa ms | 2.1. HaBuanpHMii 1U1aH 3a cremiaibpHIicTIO 151 —
pO3pOoOKH ABTOMAaTH3a1is Ta KOMIT I0TEPHO-IHTETPOBAH1 TEXHOJIOT11
2.2. 3aBnaHHs Ha kBamiikaiiiiHy poOoTy OakanaBpa
Ne4101-5/962 Bix 16 kBiTHs 2025 poky (mpencTaBUTH SK
JlomatTok A 10  MOSCHIOBAJIBHOI  3alUMCKM IO
KBaJi(iKaliitHoi poooTH).

[lpusnauenns | 3.1. Mera: BupimieHHs nOpoOJeMH CKIAIHOCTI Ta
PO3pOOKH JIOCTYIIHOCTI peasizallii 1HTepaKTUBHUX CILIEHapliB Yy
KOMIT IOTEPHUX 1Tpax dYepe3 BIPOBAKEHHS MOIYJIbHOT
CUCTEMHU, OPIEHTOBAHOI HA MOTPEOU 1H11-PO3POOHUKIB.
3.2. IlpusHavyeHHs po3pOOKH: HAAATH MOMJIMBICTh 3pYYHO
CTBOPIOBATH HENHIWMHI KBECTH B Irpax, siki 3a0€3MeuyroTh
IHTEPAKTUBHICTb, MIPU YOMY CHCTEMa MOBUHHA 00JagaTH
aJanTUBHICTIO, MPOAYKTUBHICTIO, Ta MacCIITAOOBAHICTIO.
3.3. BxigHi pgaHi po3poOKHM: HaJalUTyBaHHS KBECTY
(MOCHIAOBHICT,  KpPOKIB,  HaNAIITyBaHHA  KpPOKIB,
JIOKaJIi3a11ist TOIIO)

3.4. BuxigHi JaHi po3poOKHU: MPAIlOIOYUN KBECT, SKUN
MO>K€ MaTH JICKUIbKa PO3TalyI’KEHb CLIEHAPIIO.

Texniuni 4.1. Bumorn a0 ¢yHKIIOHATBHUX XapaKTEPUCTHK:
BUMOTH  JIO | IHTEPAKTUBHICThH KBECTY, MIATPUMKA HETIHINHOCTI.
nporpamuoro |4.2. Bumorun 1m0 HePyHKIIOHATBHUX XapaKTEPUCTHK:
BUpOOY IHTYiTUBHO  3pO3yMUIMH  1HTepdeiic  HajmamTyBaHHS
KBECTY.

4.3. Bumorn 10 HamilHOCTI: 3a0e3medyBaTH BHCOKY
MPOAYKTUBHICTE B paMKax IMATPUMKH W OHOBJICHHS
KBECTY.

4.4 Bumoru 10 yMOB €KCIUTyaTallli: HemMae.

4.5. Bumoru 10 CKJIaay 1 mapamMeTpiB TEXHIYHUX 3aCO01B:
[1K.
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4.6. Bumorn g0 iH(oOpmaIiitHOi
cyMicHOCTI: irpoBuii pymiid Unity.
4.7. Bumoru 10 MapKyBaHHS Ta YIIAKOBKH: HEMAE.

4.8. Bumoru 10 TpaHCIIOPTYBaHHS 1 30€piraHHs: HEMaE.
4.9. CrewiajibHl BUMOTH: HEMAE.

Ta [POrpaMHOI

Bumorn  no
IIPOrpaMHOi
JOKyMEHTaIi

[TporpamMuoio goKyMeHTalieo m0 BupoOy «Backend
CUCTEeMa JJisg YIIPaBIIHHS CIEHapisMH Ta BHOOpaMu
KOPHCTYBauiB y KOMM'tOTepHHX irpax tumy "['padiuna
NPUTOAHULBKA Ipa'».BBAKATHU:

1) Copasxae TexHiuHe 3aBIaHHS Ha PO3pOOKY BHPOOY
(mpencraButu y Burisai Jlogatky b mo mosicHroBambHOT
3aMKCKH 10 KBami(ikaiiinHoi podoTn).

2) IlporpamMy i METOIUKYy BHUIIPOOYBaHb PO3POOJICHOTO
porpamMHoro BUpoOy (mpeacraButu y Buriial Jlonatky B
J10 MOSICHIOBAJIbHOI 3aIIMCKH JI0 TUILTIOMHOI poOOTH).

3) Onuc nporpamMHoro BupoOy (IpeACTaBUTH B pO3/iIi 3
MOSICHIOBAJIBHOI 3aMUCKHU JI0 JUTIJIOMHOI POOOTH).

4) Kon mnporpamu (mnpencrasutd B [omatky I' gmo
MOSICHIOBAJIBHOI 3aMUCKHU JI0 JUIIJIOMHOI POOOTH).

Bumorn
TEXHIKO-
€KOHOMIYHHX
IMOKA3HUKIB

a0

[IpolyKTUBHICTh CHUCTEMH MOKa3aTHh y BUIJISAI rpadikiB
TECTyBaHHS.

Cramii 1
eTamnu
PO3p0OKHU

05.09.2024-
26.09.2024
26.09.2024-
18.10.2024

3aTBepHKEHHS TEMHU pOOOTH

JliteparypHuii orisia cy4acHUX
niax0/1B A0 po3pooOku backend cucrem
JUTS YIIPaBJIIHHS CIIEHAPIsIMU Ta
BUOOpaMH KOPUCTYBAYIB ISl
IHTEPaKTUBHUX 1FOP

19.10.2024-
02.11.2024
03.11.2024-
15.11.2024
16.11.2024-
10.01.2025

AHaJi3 METO/IIB yIIPaBIIHHS
CLEHapisiMU Ta BUOOpaMU KOPUCTYBaviB

Po3po6ka konnemnii backend cucremu

Peasnizarist cucreMu KBECTIB Ta

IHTEPaKTUBHHX CIIEHAPIiB
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TectyBanns backend cucremn, ominka  11.01.2025-
CTablJILHOCTI Ta THYYKOCTI 05.02.2025
BuznauenHsi 0OMeXeHb CUCTEMH Ta 06.02.2025-
po3po0Ka peKOMEeHAIlIN 010 11 25.02.2025
BJIOCKOHAJICHHSI

[TinroToBka Ta 0OpMIICHHS 3BITHUX 26.02.2025-
MaTepialiiB Ta J0AaTKIB 10.03.2025
kBamiQikaiiitHoi podotu. OdopmieHHs

CIIUCKY JIITepaTypH

Odopmienns noscHioBanbHO1 3anmuckun  11.03.2025-
BIZIOBIAHO 10 BUMOT 30.05.2025
OdopmiieHHs 3BTy PO 11.03.2025-
nepeIAUIUIOMHY PAKTUKY 30.05.2025

[Topsoox 1. IlepeBipky X011y pO3pOoOKH MpPOrpaMu BUKOHYBATH

KOHTPOJIIO 1 pa3 B 3 THXKHI.

npUiiMaHHs 2. BunpoOyBaHHSI MPOrpamMHOIO MPOAYKTY MPOBECTU

IPOTrPaMHOTO BIIMOBITHO 7O  MOpOorpaMH Ta  METOJMUKH

IPOIYKTY BUNIPOOYBAaHb.

(Momemi) 3. 3axuct po3pobiieHOT MOEIII MPOBECTH HA 3aCiaHHI
ATrecTaliitHoi KOMiclii.

4. TlosicHIOBaJIbHY 3aIlMCKY MOJATH B €JIEKTPOHHOMY
BUTJISIAL B 1 MPUMIPHUKY Ta B AlIEPOBOMY BUIJISIL
B | IpUMIpHHUKY.
Bukonasenn 3aMOBHHK

cTyneHt rpynu KY- 41

CABUYYK B. A.

&

1. T. H., TIpod.
EHKOﬁ,A T. B.
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JlonaToxk B
IIporpama i MeToauKa BUIPOOYBAaHb MPOTPAMHOI0 BUPOOY
«Backend-cucrema 1519 ynpaBJiiHHA clieHAPiIMH Ta BHOOpaMH
KOPHUCTYBaviB»
1. O6’exT BUNIPpOOYBaHb
1. HasBsa mporpamaoro BupoOy : «Backend cucrema misi ynpapmiHHS
CIICHapisMU Ta BHOOpaMU KOPHUCTYBayiB y KOMI'toTepHHX irpax tumy "['padiuna
MPUTOIHUIIBKA Tpa'»
2. ["amy3b 3actocyBanns : Po3pobka irop
3. [lepepaxoBaHi BIAOMOCTI 3amO3WYYIOTHCS 3 BIANOBIIHUX PO3ALIIB
TexHIYHOTO 3aB/IaHHS.
2. Mera Bunpod0yBaHb
[lepeBipka QPyHKIIOHAIBHOCTI Ta IPOYKTUBHOCTI TPOTrpamMHOi peaizalii.
3. 3arajibHi M10JI0KeHHSA
3.1. IlixncraBu /151 NpPOBeAeHHsI BUIPOOYBaHD
[lincTaBoro Juisi MpoBedeHHS BUNPOOYBaHb € Haka3 MpO MPU3HAYEHHS
aTecTaIllitHOT KOMICIi.
3.2. Micue i TpuBajicTh BUNIPOOYBaHb
[TpuitmanbH1 (pUtMaNIbHO-3/1aBaJIbHI) BUMTPOOYBaHHS MPOBOASATHCS Ha 0asi
KOMI'IOTEPHOT0 Kjacy kadeapu B nmepioj; poOOTH aTecTalliitHOT KOMICii.
3.3. OOcsr BunpodyBaHb
[TpuitmanbHi BUNIPOOYBaHHS MPOTPAMHOTO BUPOOY MPOBOASTHCS B 00CS3i
BIJIIOBIJTHOMY 1LI1€1 MPOTpaMu 1 METOAUKHU BUNIPOOYBaHb.
3.4. Oprani3auii siki 0epyThb y4acTb Y BUNIPOOYBAHHSAX
[IpuiimanbHl  BUNPOOYBAaHHS  TMPOBOMASTHCS  ATECTAIIHHOI  KOMICIEIO
HarepenoAHl 3acigaHHs (abo B Tpolleci 3acijaHHs) 3a Y4yacTi0 3aMOBHHKA,
Bukonagiis Ta iHIIMX 0Ci0, MPUCYTHIX HA 3aCiTaHHI.
4. Bumoru 10 nporpamu a0 nporpaMHoOro BUpooy
Mosienb MOBHHHA 337J0BOJIBHITH HACTYITHUM BUMOTaM:

1. MpaIfoBaTi Ha HAWOUIBII MOMIUPEHIH oneparliitHii cuctemi Windows;
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2. BHUMOTH 10 HaIIHHOCTI;
3. OyTH JIETKO PO3IIUPIOBAHOIO;
4. CJIEMEHTH TIPOrpaMu TTOBUHHI OyTH HE TICHO 3B’sI3aHI OJTHI BIJ OJHUM

JUTS 3MEHIIICHHS 1X BIUTMBY Ha pOOOTH MPOTPAMH ITi]T Yac pelaryBaHHs MPOTPaAaMHOTO
KOZy;

3) BHMOTH JI0 MapKyBaHHs Ta YIaKOBKH (HE BUCYBAIOThCS);

6 BUMOTH JI0 TPAHCIIOPTYBaHHS 1 30epiraHHs (HE BUCYBAIOTHCS).

1. crieliajibHl BUMOTH (HE BUCYBAIOTHCH ).

3) Bumoru 10 nporpaMHoi J0KyMeHTauil

[IporpaMHOIO JOKYMEHTALIEIO 1010 PO3POOIIIOBAHOIO TPOIPAMHOTO
MIPOYKTY BBAKATH:

1. CIPaB)XHE TEXHIYHE 3aBJaHHS Ha pO3pOOKY MporpaMu (IPeACTaBUTH K
Honarok b 10 mosicHIOBaIbHOT 3alUCKU 10 KBaTipikaiiiftHOi poOOTH);

2. [Iporpamy 1 MeTOAMKY BHIPOOYBaHb pO3pOOJEHOI Mporpamu
(mpencraButu sik Jlogatok B 10 MOsICHIOBAJIBHOI 3amuCKH 10 KBautiikariiiHoi
poboTH);

3. PEeKOMEHJalld  [0JI0  3aCTOCYBaHHS  CTBOPEHOI  MPOTrPaMHOI
CTaHAapTU3allii y nmpoektax (mpenctaBut B Po3ini 3 mosiCHIOBAIbHOT 3alTUCKU JI0
kBai(ikaiiitHoi poOoTH).

4, Kon mporpamu (mpencraButu sk Jlogarok I' 10 mOsICHIOBaJIbHOI

3aMKUCKU J0 KBamidikaiiinHoi poooTn).

6. 3acoOu i nopsA0K BUNIPOOYBAHD
6.1 3aco0u BunpoOyBaHb
Jlnst ipoBeneHHsT BUIIPOOYBaHb HeoOXimHui mpoekt Unity, B skomy Oyne
HaJIAIITOBAHHI KBECT 3 BUKOPUCTAHHSM HAIIOT CUCTEMH, a TAKOXK caM pytii Unity.
BunpoOyBaHHs1 MOke MPOBOAUTUCS HA TEXHIYHUX 3aco0ax Takux sk [TK abo
HOYTOYK.
6.2 Ilopsimok nmpoBeAeHHsI BUNIPOOYBaHb

Sk npaBuio, BUNPOOYBaHHS MPOBOASATHCS B J[Ba €TAIU:
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-o3Haliomuuii (1-if eran);

-BUIIPOOYBaHHS MMPOTPaMHOT0 BUpoOY (2-i1 eTam).

[Tepenik mepeBipoK, IO MPOBOIATHCS Ha 1 erari BUMPOOyBaHb, BKIIOUAE B
ceoe:

1. [lepeBipKy KOMILIEKTHOCTI IIPOTrpaMHOi TIOKYMEHTAII{i.

2. [lepeBipka KOMILJIEKTHOCTI CKJaay MPOTPaMHOI JOKyMEHTAIlil

3IMCHIOETHCS 32 KPUTEPIEM HAIBHOCTI 3a3HaueHoi B T3 JoKyMeHTarlii.

3. [TepeBipKy KOMIUIEKTHOCTI CKJIaJly TEXHIYHUX 1 IPOrpaMHUX 3aCO0IB.
4, MeTonuky npoBeAeHHs NEPEeBIPOK Ha 1 eTamni BUIIPOOyBaHb.
S. SxicThb MPOTPaMHOL JIOKyMEHTAIlli  TepeBIPSIETHCS

Ha BIAMOBIAHICTh BUMoOTam ctangapTis ECII/I.

[Tepenik mepeBipoK, 10 MPOBOAATHCS Ha 2 e€Tami BUIPOOyBaHb, BKIIIOYAE B
ceoe:

1. NEepPEBIPKY BIJIITOBITHOCTI TEXHIYHUX XapaKTEPUCTUK

I[IporpaMu BUMOIaM TEXHIYHOT'O 3aBJaHH,

2. NEPEBIPKY CTYINEHs BUKOHAHHS (YHKLIOHATBHUX BUMOT J0 MIPOTpamu;

3. METOJIMKY MTPOBECHHS MEPEBIPOK, 110 BXOASTH 0 MEPEIIKY 10 2 eTarmy
BUNIPOOYBAHb.

1. [Iporpama mparroe BiATOBIIHO 10 YMOB €KCIUIyaTallii onepariiHoi

cuctemu MS Windows.

2. Jnist poboTH HeoOXimuuiA pymrii Unity.
3. [Topsinok nmpoBeAeHHS BUTIPOOYBaHb:
3.1. 3anyck mporpamMu 3AIHCHIOETBCS 3a JOMOMOTOK 3alyCKy CIEHH B
py1ii.
3.2. [Ticns  3amycky mporpamMud  HEOOXITHO  CHIyBaTH  BKa3aHUM

PEKOMEHIallIIM KBECTY, TOOTO BUKOHYBATH JIii, K1 OyJIM 3a37aJ€erib IPOMUCaHI K
CIICHapii KBECTY.
3.3. [Ticst BUKOHAHHS 3a3HAUYEHUX YMOB KPOKY KBECTY, CTAaH CAMOI'O KBECTY

MOBUHEH 3MIHUTHUCS Ha 3aBEPIICHU, a00 KPOK Mepeiijie Ha HACTYITHUM.
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Jlnsa mpoBefieHHsT BUIIPOOYBaHb MPOIMOHYEThCs TecT 1, Ta Tect 2

Tecr 1

1.  TIlepeBipka mpaBHJIBHOCTI BUKOHAHHS MPOTPaAMHU;

2. BukoHnanHsi yMOB niepIioro Kpoky KBeCTy.

3. ['pa aBTOMATUYHO OHOBIIIOE CTAaH KBECTY, I IEPEXOAUTH HA HACTYITHUN

KPOK.

[MorosopiTb 3 NPC

Puc. B. — pe3yJbTaT 3aIlyCKy I'PU.
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"3HangiTb 3 a6nyka"
"3HaligiTb 3 KOPO6KK CipHMKIB"

Puc. B.2 — pe3ynbpTaT OHOBIIEHHS I IEPEXOAY KPOKY KBECTY IO HACTYITHOTO.

Tect 2

1. IlepeBipka mpaBUILHOCTI BUKOHAHHS MTPOTPAMU;

2. BukoHaHHS yMOB MepIIOr0 KPOKY KBECTy, aje B Jiajo3i o0paTu iHIIy
BIJIIIOB1/Ib.

3. I'pa aBTOMaTU4YHO OHOBIIIOE CTaH KBECTY, M NEPEXOINUTHh HA HACTYIHUMN

KpOK, ajie Ha BIAMIHHUH BiJ TecTy 1.

3HaiTn abnyka

{ 3HarTK gpyra

CuHiiA Kyb

Y MeHe [Ba TepMIHOBUMX 3aBgaHHsA. Obepu ogHe: abo 3Haram 4na meHe Tpu A6ayka, abo
[LONOMOXW 3HANTM MOTO Apyra, SKOro 3Bath XXOBTUIA TPUKYTHUK.

Puc. B.3 — OGupaemo iHmMiA BapiaHT BiAMOBIII
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"3HangiTb | NOroBOpPITH 3
APYroM CUHBLOro Ky6a"

Puc. B.4 — Heniniiina 3MiHa KpOKy
Omxe, TecT | MPOUIIOB YCMIIIHO, 60 CTaH KPOKY OHOBIIOETHCA SIK 1 Tpeba, 1
TECT 2 TAKOK MOKHA BBAXKaTH YCIIIIHIUM, 00 CHCTEMa OHOBUJIA KPOK J0 1HIIOT TIIKU
CLIEHapi0. 3Ba)Kalouu Ha Te, 1110 00U Ba TECTH MPOUIIUIN MEPEBIPKU YCIIIIHO, HAILY

CHUCTEMY MOJKHA BBa)KaTH MPAIFOIOYOIO. @/

Bukonaseus: crynent rpynu KY-41, Capuyk Bnagucnas
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Joparok I
Jlicrunr I'.1 - QuestManager.cs

using System;

using System.Collections;

using System.Collections.Generic;
using System.Linq;

using TMPro;

using UnityEngine;

public class QuestManager : MonoBehaviour

{

[SerializeField] private TMP_Text _questNamePanel,;
[SerializeField] private GameObject _questDescriptionPanel;
private List<Quest> _quests;

private bool _isQuestRun;

private int _currentQuestIndex;

public event Action OnChapterPartComplete

private void Awake()

{
}

InitializeQuests();

private void InitializeQuests()

{

_quests = new List<Quest>(

FindObjectsByType<MonoBehaviour>(FindObjectsSortMode.None).0fType<Quest>()

1
RunQuest(0);
}
private void RunQuest(int questIndex)
{
_currentQuestIndex = questIndex;
_quests[_currentQuestIndex].OnComplete += QuestOnComplete;
_quests[_currentQuestIndex].RunQuest();
_isQuestRun = true;
}
public void QuestOnComplete()
{
_currentQuestIndex = -1;
_isQuestRun = false;
StartCoroutine(HideDescriptionPanel(3));
}

private IEnumerator HideDescriptionPanel(int delay) {
yield return new WaitForSeconds(delay);
}

public void UpdateQuestDescription(string description)

{
_questDescriptionPanel.SetActive(true);
_questDescriptionPanel.transform.GetChild(0) .GetComponent<TMP_Text>().text =

description;

}

public Quest FindActiveQuest() {
return _quests[_currentQuestIndex];
}



Jlicrunr I'.2 - BaseQuest.cs

using System;
using System.Collections.Generic;
using UnityEngine;

public abstract class BaseQuest : MonoBehaviour

{

public abstract QuestManager QuestManager{ get; set; }
public abstract string QuestName{ get; set; }

public abstract string GeneralQuestDescription{ get; set; }
public abstract List<QuestStep> Steps{ get; set; 1}

public abstract int CurrentStepIndex{ get; set; }

public abstract TextAsset QuestLocalizationFile{ get; set; 1}

public abstract QuestLocalizationLoader QuestLocalizationLoader{ get; set; }

public abstract string CurrentLanguage{ get; set; 1}
public abstract event Action OnComplete;
public abstract void RunQuest();

Jlicrunr I'.3 - BaseQuestStep.cs

public abstract class BaseQuestStep

{

public abstract string Description{ get; set;
public abstract int ActionId{ get; set; 1}
public abstract int[] NextStepIds{ get; set; }

public abstract void OnStart();
public abstract void OnComplete();

Jlictunr I'.4 - Quest.cs

using System;
using System.Collections.Generic;
using UnityEngine;

public class Quest : BaseQuest

{

private Dictionary<int, HashSet<int>> _completedStepsByActionId = new

Dictionary<int, HashSet<int>>();

[SerializeField] private string _questName;
[SerializeField] private string _generalQuestDescription;
[SerializeField] private List<QuestStep> _steps;
[SerializeField] private TextAsset _questlLocalizationFile;
private QuestlLocalizationLoader _questlLocalizationLoader;
private QuestManager _questManager;

private int _currentStepIndex;

private string _currentLanguage;

private QuestUtils _questUtils;

[SerializeField] public Item RewardItem;

public override string QuestName

{

get = > _questName;

set = > _questName = value;
}

public override string GeneralQuestDescription

{

get = > _generalQuestDescription;

set = > _generalQuestDescription = value;
}

public override List<QuestStep> Steps
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{
get = > _steps;
set = > _steps = value;
3
public override int CurrentStepIndex
{
get = > _currentStepIndex;
set = > _currentStepIndex = value;
3
public override TextAsset QuestLocalizationFile
{
get = > _questLocalizationFile;
set = > _questlLocalizationFile = value;
3
public override QuestLocalizationlLoader QuestlLocalizationLoader
{
get = > _questLocalizationLoader;
set = > _questlLocalizationLoader = value;
}
public override string CurrentlLanguage
{
get = > _currentLanguage;
set = > _currentLanguage = value;
}
public override QuestManager QuestManager
{
get = > _questManager;
set = > _questManager = value;
}

public override event Action OnComplete;

public override void RunQuest()

{
QuestLocalizationLoader = new QuestlLocalizationLoader();
QuestLocalizationLoader.LoadLocalization(_questLocalizationFile);
QuestManager = FindAnyObjectByType<QuestManager>();
_questUtils = FindAnyObjectByType<QuestUtils>();
GameSettingsManager.OnLanguageChanged += UpdatelLanguage;
LoadProgress();

}

public void CompleteQuest()

{
OnComplete ? .Invoke(Q);
QuestManager.QuestOnComplete();

}

public void FailedQuest()

{
QuestManager.QuestOnComplete();

}

private void OnDestroy()

{
GameSettingsManager.OnLanguageChanged —-= UpdatelLanguage;

}

private void GetLocalizationLanguage()

{
switch (PlayerPrefs.GetInt("languageKey", 0))

{
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case 0:
CurrentLanguage = "en";
break;
case 6:
CurrentLanguage = "ru";
break;
case 7:
CurrentLanguage = "ua";
break;
default:
CurrentLanguage = "en";
break;
}
}
private void UpdatelLanguage()
{
List<QuestStep> result = new List<QuestStep>();
foreach(var step in _steps)
{
if (step.ActionId == CurrentStepIndex)
{
result.Add(step);
}
}
GetLocalizationLanguage();
UpdateStepDescription(result);
}

private void LoadProgress()

{
string key = $"QuestProgress_{_questName}";
if (PlayerPrefs.HasKey(key))
{

string json = PlayerPrefs.GetString(key);
var progress = JsonUtility.FromJson<QuestProgress>(json);

CurrentStepIndex = progress.CurrentStepIndex;
Debug.Log($"Mporpecc kBecta \"{_questName}\" 3aBaHTameHunii. MOTOYHUN war:
{CurrentStepIndex}");

UpdateStep();
}
else
{
Debug.Log($"Mporpecc gna keecta \"{_questName}\" He 3Haipgenuii. KeecT
NOYMHAETLCSA 3 MoYaTKy");
CurrentStepIndex = 0;
UpdateStep(Q);

}

public void SaveProgress()

{
var progress = new QuestProgress
QuestName = _questName,
CurrentStepIndex = _currentStepIndex

H

string json = JsonUtility.ToJson(progress);
PlayerPrefs.SetString($"QuestProgress_{_questName}", json);
PlayerPrefs.Save();



68

Debug.Log($"Mporpecc keecta \"{_questName}\" 36epemennii: {json}");

}

private void UpdateStepDescription(List<QuestStep> currentSteps)
{
string localizedDescription = "";
foreach(var currentStep in currentSteps) {
localizedDescription +=
QuestLocalizationLoader.GetStepDescription(currentStep.ActionId, CurrentLanguage) +
ll\nll;
break;

}

QuestManager.UpdateQuestDescription(localizedDescription);

}

private void UpdateStep()
{
var currentSteps = GetStepByActionId(_steps, CurrentStepIndex);
GetLocalizationLanguage();
UpdateStepDescription(currentSteps);
foreach(var currentStep in currentSteps)
{
currentStep.OnStart();
if (currentStep.IsTimer)

{
}

_questUtils.RunQuestTimer(currentStep.TimerDuring);

}

public List<QuestStep> GetStepByActionId(List<QuestStep> steps, int actionId)
{

List<QuestStep> result = new List<QuestStep>();

foreach(var step in steps)

{
if (step.ActionId == actionId)
{

result.Add(step);
}

return result;

}

private bool CanProceedToNextStep(List<QuestStep> steps)
{

bool hasRequiredSteps = false;

bool hasCompletedRequiredStep = true;

bool hasAnyCompletedStep = false;

foreach(var step in steps)

{ if (step.IsRequired)
t hasRequiredSteps = true;
if (!step.IsComplete)
t hasCompletedRequiredStep = false;
) }

if (step.IsComplete)
{



}
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hasAnyCompletedStep = true;
}
if (hasRequiredSteps)
{

return hasCompletedRequiredStep;
3

return hasAnyCompletedStep;

public void CompleteStep(int actionId)

{

}

if (!_completedStepsByActionId.ContainsKey(actionId))
{

}

_completedStepsByActionId[actionId] = new HashSet<int>();

List<QuestStep> result = new List<QuestStep>();

foreach(var step in _steps)

{
if (step.ActionId == CurrentStepIndex)
{
result.Add(step);
}
}

if (CanProceedToNextStep(result)) {
foreach(var step in result)

{
Debug.Log($"3aBepuwenHa wary '{step.Description}'");
step.OnComplete();
if (step.IsTimer)
{
_questUtils.StopQuestTimer();
}
}

CurrentStepIndex = actionId;

if (CurrentStepIndex < _steps.Count)

{
UpdateStep();
Debug.Log("OHoBNEHHA onucy KeecTa");
SaveProgress();
}
else
{
Debug.Log("KBecT 3aBepweHuit");
QuestManager.QuestOnComplete();
}
}
else {
return;
}

#if UNITY_EDITOR
[ContextMenu("Reset Progress")]

#tendif

public void ResetProgress()

{

PlayerPrefs.DeleteKey($"QuestProgress_{_questName}");
Debug.Log($"NMporpec ana keecta \"{_questName}\" 36poweHmnii.");



}

#if UNITY_EDITOR
[ContextMenu("Validate Steps")]
#endif
public void ValidateSteps()
{
var actionIds = new HashSet<int>();
foreach(var step in _steps)
{
if (actionIds.Contains(step.ActionId))
{
Debug.LogError($"MNosToprowuuitca ActionId:
\"{step.Description}\".");
}

else

{
}

actionIds.Add(step.ActionId);

}

Debug.Log("MepeBipka KpokiB 3aBepweHa.");

}

#if UNITY_EDITOR
[ContextMenu("Sort Steps by ActionId")]

{step.ActionId} B Kpoui

#endif
public void SortSteps()
{
_steps.Sort((a, b) = > a.ActionId.CompareTo(b.ActionId));
Debug.Log("Kpoku BipgcoptoBaHi no ActionId.");
}
}

Jlicrunr I'.5 - QuestStep.cs
using System;
using UnityEngine;
using UnityEngine.Events;

[Serializable]
public class QuestStep : BaseQuestStep
{
[Header("Onuc wary")]
[SerializeField] private string _description;

[Header("IpeHnTudikatop wary")]
[SerializeField] private int _actionId;

[Header("HacTynHi waru")]
[SerializeField] private int[] _nextStepIds;

[Header("4n e Taiimep Ha BMKOHaHHA wary")]
[SerializeField] public bool IsTimer = false;

[Header("dkwo € To ckinbku 4vacy Taiimep")]
[SerializeField] public float TimerDuring;

[Header("Mopis novaTtky wary")]
[SerializeField] private QuestStepEvent _onStart;

[Header("Mopia 3aBepweHHs wary")]
[SerializeField] private UnityEvent _onComplete;

[Header("4Yun € war o60B'askosuM")]
[SerializeField] private bool _isRequired;
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[Header("4Yn € war BunoeHeHum")]
[SerializeField] private bool _isComplete = false;

public override string Description
{
get
set

}

> _description;
> _description = value;

public override int ActionId

{
get
set

}

> _actionId;
> _actionId = value;

public override int[] NextStepIds

{
get
set

}

> _nextStepIds;
> _nextStepIds = value;

public bool IsRequired{
get = > _isRequired;
set = > _isRequired = value;

public bool IsComplete

{
get
set

}

= > _isComplete;
= > _isComplete = value;

public override void OnStart()

Debug.Log($"MoyaTok wary: {_description}");
_onStart ? .Invoke(this);
H

public override void OnComplete()

{
Debug.Log($"Kineup wary: {_description}");
_onComplete ? .Invoke();

}

public void SetComplete(bool isComplete)
{

}

_isComplete = isComplete;
}

[System.Serializable]
public class QuestStepEvent : UnityEvent<QuestStep> {}

Jlicrunr I'.6 - QuestTimer.cs
using System.Collections;
using TMPro;
using UnityEngine;

public class QuestTimer : MonoBehaviour

{
[SerializeField] private QuestManager _questManager;
private Coroutine _activeCoroutine;
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public void Run(float duringTimer)

{
gameObject.SetActive(true);
if (_activeCoroutine != null)

{
}

_activeCoroutine = StartCoroutine(Timer(duringTimer));

StopCoroutine(_activeCoroutine);

}

private IEnumerator Timer(float duringTimer)

{
TMP_Text timer = gameObject.transform.GetChild(1l).GetComponent<TMP_Text>();
timer.text = duringTimer.ToString();
float time = duringTimer;

0; i < duringTimer; i++)

for (int i
{
yield return new WaitForSeconds(1);
time——;
timer.text = time.ToString();

}

var quest = _questManager.FindActiveQuest();
quest.CompleteStep();
}

public void StopTimer()
{

if (_activeCoroutine != null)

{
StopCoroutine(_activeCoroutine);
_activeCoroutine = null;

}

gameObject.SetActive(false);

Jlicrunr I'.7 - QuestProgress.cs
using System;

[Serializable]
public class QuestProgress

{
public string QuestName;
public int CurrentStepIndex;

Jlicrunr I'.8 - QuestUtils.cs
using System;
using System.Collections.Generic;
using UnityEngine;

public class QuestUtils : MonoBehaviour

{

private InventoryInteractor _inventory;
[SerializeField] public QuestTimer _questTimer;

private void Start()
{



_inventory = FindAnyObjectByType<InventoryManager>().Interactor;
}

public void CheckItemOnInventory(int idItem, int countItem, Action onFound)
{

List<ItemData> items = _inventory.GetAllItems();

foreach(ItemData item in items)

{
if (item.Id == idItem && item.CountItem == countItem)
{
onFound ? .Invoke();
}
}

}

public void RemoveItemFromInventory(int idItem, int countItem)
{

_inventory.RemoveItem(idItem, countItem);

}
public void GiveReward(Item item)
{
_inventory.AddItem(item);
}

public void RunQuestTimer(float duringTimer) {
_questTimer.Run(duringTimer);
}

public void StopQuestTimer() {
_questTimer.StopTimer();
}

Jlicruur I'.9 - ParseDialogFile.cs

using System.Xml;
using UnityEngine;
using Zenject;

public class ParseDialogFile

{

private int _languagelIndex;
private int _soundlLanguageIndex;
private GameSettingsInteractor _gameSettingsInteractor;

[Inject]

public ParseDialogFile(GameSettingsInteractor gameSettingsInteractor)

{
_languageIndex = gameSettingsInteractor.GetLanguageIndex();
_soundLanguageIndex = gameSettingsInteractor.GetSoundLanguageIndex();
_gameSettingsInteractor = gameSettingsInteractor;

}

public DialogNode GetDialogTree(TextAsset textAsset)

{
XmlDocument xmlDoc = new XmlDocument();
xmlDoc.LoadXml(textAsset.text);
XmlNode rootDialogNode = xmlDoc.SelectSingleNode("dialog");
return CreateDialogTree(rootDialogNode);

}

private DialogNode CreateDialogTree(XmlNode dialogNode, DialogNode parent =

null)

{
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_languageIndex = _gameSettingsInteractor.GetLanguageIndex();
_soundLanguageIndex = _gameSettingsInteractor.GetSoundLanguageIndex();
var node = new DialogNode

{

Parent = parent,

Name =
dialogNode.SelectSingleNode($"name/{GetLanguageTag(_languageIndex)}") ? .InnerText ?
? "Unknown:",

Message =
dialogNode.SelectSingleNode($"message/{GetLanguageTag(_languageIndex)}") ?
.InnerText ? ? "No message available.",

ShortName =
dialogNode.SelectSingleNode($"short_name/{GetLanguageTag(_languageIndex)}") ?
.InnerText

h

XmlNode actionNode = dialogNode.SelectSingleNode("action");

if (actionNode != null && int.TryParse(actionNode.Attributes["id"] ? .Value,
out int actionId))

{

}

node.ActionId = actionId;

XmlNode voiceNode =
dialogNode.SelectSingleNode($"voice/{GetSoundLanguageTag(_soundLanguageIndex)}");
if (voiceNode != null)
{
$"TalkSounds/{voiceNode.InnerText}";

string audioPath =
= Resources.Load<AudioClip>(audioPath);

node.VoiceClip

}
foreach(XmlNode childNode in dialogNode.SelectNodes("dialog"))
{
var child = CreateDialogTree(childNode, node);
node.Children.Add(child);
}
return node;
}
private string GetlLanguageTag(int languageIndex)
{
return languageIndex switch
{
® = > "uk", // English
6 = > "ru", // Russian
7 = > "ua", // Ukrainian
_ = > "uk", // Default to English
H
}
private string GetSoundLanguageTag(int soundLanguageIndex)
{
return soundLanguageIndex switch
{
® = > "uk", // English
1 => "ru", // Russian
2 = > "ua",// Ukrainian
_ = > "uk", // Default to English
I
}



Jlicrunr I'.10 - DialogNode.cs

using System.Collections.Generic;
using UnityEngine;

public class DialogNode

{
public string ShortName{ get; set; }
public string Name{ get; set; }
public string Message{ get; set; }
public List<DialogNode> Children{ get; set; }
public int ? ActionId{ get; set; }
public AudioClip VoiceClip{ get; set; }
public DialogNode Parent{ get; set; }
public DialogNode()
{
ActionId = -1;
Children = new List<DialogNode>();
}
}

Jlicruur I'.11 - DialogPresenter.cs

using System;

using System.Collections.Generic;
using UnityEngine;

using Zenject;

public enum DialoguePresenterState

{
Await,
Talk,
Choice,
Finish
}

public class DialogPresenter : MonoBehaviour

{

[Header("Components")]

[SerializeField] private DialogView _dialogueView;
[SerializeField] public TextAsset[] _dialoguesArr;
[SerializeField] private MovementPlayer _movementPlayer;

private uint _currentDialogue;
private DialogNode _currentNode;

public

DialoguePresenterState DialogueState = DialoguePresenterState.Await;

private bool _isMessagePrinting;

private GameSettingsInteractor _gameSettingsInteractor;
private ParseDialogFile _parseDialogFile;

public
public

event Action OnDialogueStart;
event Action<int ? > OnDialogEnd;

[Inject]

public

void Construct(GameSettingsInteractor gameSettingsInteractor,

ParseDialogFile parseDialogFile)

{

_gameSettingsInteractor = gameSettingsInteractor;
_parseDialogFile = parseDialogFile;

}

private void OnEnable()

{

GameSettingsManager.OnLanguageChanged += ChangedlLanguage;
GameSettingsManager.OnSoundLanguageChanged += ChangedlLanguage;
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_dialogueView.OnFinishMessage += StopPrinting;

3
private void OnDisable()
{
GameSettingsManager.OnLanguageChanged -= ChangedLanguage;
GameSettingsManager.OnSoundLanguageChanged —= ChangedlLanguage;
_dialogueView.OnFinishMessage —= StopPrinting;
3
private void Update()
{
if (PauseMenu.IsGamePaused || DialogueState == DialoguePresenterState.Await)
return;
if (Input.GetMouseButtonDown(0))
{
NextMessage();
}
}

private void ChangedLanguage() {
var path = GetCurrentNodePath();

_currentNode =
_parseDialogFile.GetDialogTree(_dialoguesArr[_currentDialoguel);

_currentNode = TraverseNodePath(_currentNode, path);

}
private List<int> GetCurrentNodePath()
{
var path = new List<int>();
var current = _currentNode;
while (current != null && current.Parent != null)
{
int index = current.Parent.Children.IndexOf(current);
path.Insert(0, index);
current = current.Parent;
}
return path;
}

private DialogNode TraverseNodePath(DialogNode root, List<int> path)
{

var current = root;

foreach(var index in path)

{
}

current = current.Children[index];

return current;

}

public void StartDialogue()

{
Cursor.lockState = CursorLockMode.None;
Cursor.visible = true;
_movementPlayer.enabled = false;

if (DialogueState == DialoguePresenterState.Finish)



{
}

DialogueState = DialoguePresenterState.Talk;

_currentNode =
_parseDialogFile.GetDialogTree(_dialoguesArr[_currentDialogue]);

_dialogueView.SetPresenter(this);

OnDialogueStart ? .Invoke();

_dialogueView.StartDialogue(_currentNode.Message, _currentNode.Name,
_currentNode.VoiceClip);

DialogueState = DialoguePresenterState.Talk;

_isMessagePrinting = true;

}

public void NextMessage()

{
if (DialogueState != DialoguePresenterState.Talk || DialogueState ==

DialoguePresenterState.Choice)
return;

if (_isMessagePrinting)

{
_dialogueView.InterruptAnimation();
return;
}
if (_currentNode.Children.Count == 0)
{
FinishDialogue();
return;
}
GoToChildMessage();
}
private void GoToChildMessage()
{
if (_currentNode.Children.Count == 1)
{
_currentNode = _currentNode.Children[0];

_dialogueView.NextMessage(_currentNode.Message, _currentNode.Name,

_currentNode.VoiceClip);
_isMessagePrinting = true;
return;

}

List<string> shortNames = new List<string>();
foreach(var child in _currentNode.Children)

{
}

_dialogueView.ActivateButtons(shortNames);
DialogueState = DialoguePresenterState.Choice;

shortNames .Add(child.ShortName);

}

private void FinishDialogue()
{
_dialogueView.StopDialogue();
DialogueState = DialoguePresenterState.Await;

Cursor.lockState = CursorLockMode.Locked;
Cursor.visible = false;
_movementPlayer.enabled = true;
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_currentDialogue++;

if (_currentDialogue >= _dialoguesArr.Length)

{
DialogueState = DialoguePresenterState.Finish;
_currentDialogue = 0;

3

if (_currentNode.ActionId > 0) {
OnDialogEnd.Invoke(_currentNode.ActionId);

3

}

public void SwitchBranch(int index)

{
_currentNode = _currentNode.Children[index];
DialogueState = DialoguePresenterState.Talk;

_dialogueView.NextMessage(_currentNode.Message, _currentNode.Name,

_currentNode.VoiceClip);
_isMessagePrinting = true;

}
private void StopPrinting()
{
_isMessagePrinting = false;
}

Jlicruur I'.12 - QuestLocalizationLoader.cs
using UnityEngine;
using System.IO;
using System.Linq;

public class QuestlLocalizationLoader
{

private QuestlLocalization _questlLocalization;

public void LoadLocalization(TextAsset localizationFile)

{
string extension = Path.GetExtension(localizationFile.name);
Debug.Log("Extension: " + extension);
var parser = LocalizationParserFactory.GetParser(extension);
_questlLocalization = parser.Parse(localizationFile.text);

}

public string GetStepDescription(int stepId, string language)
{

var steps = _questLocalization.Steps.Where(s = > s.Id == stepId).ToList();

var descriptions = steps
.Where(s = > s.Description.ContainsKey(language))
.Select(s = > s.Description[language])
.ToList(Q);

return descriptions.Any() ? string.Join("\n", descriptions)
not found";

}
public string GetQuestName(string language)
{
return _questLocalization.QuestName.ContainsKey(language)
? _questLocalization.QuestName[language]
"Quest Name not found";
}

"Description
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Jlicrunr I'.13 - QuestSteplLocalization.cs
using System.Collections.Generic;
using System.Runtime.Serialization;

[System.Serializable]

[DataContract(Namespace = "")]
public class QuestStepLocalization
{
[DataMember]
public int Id{ get; set; }
[DataMember]

public Dictionary<string, string> Description{ get; set; } = new
Dictionary<string, string>(Q);

}

Jlicruur I'.14 - QuestLocalization.cs
using System.Collections.Generic;
using System.Runtime.Serialization;

[System.Serializable]

[DataContract(Namespace = "")]
public class QuestLocalization
{

[DataMember]

public Dictionary<string, string> QuestName{ get; set; } = new
Dictionary<string, string>(Q);

[DataMember]

public List<QuestStepLocalization> Steps{ get; set; } = new
List<QuestStepLocalization>();

}

Jlicruur I'.15 - LocalizationParserFactory.cs
using System;
using System.Collections.Generic;

public class LocalizationParserFactory
{
private static Dictionary<string, ILocalizationParser> parsers = new
Dictionary<string, ILocalizationParser>
{
{ ".json", new JsonLocalizationParser() },
{ ".csv", new CsvLocalizationParser() }

b

public static ILocalizationParser GetParser(string fileExtension)
{

if (parsers.TryGetValue(fileExtension.ToLower(), out var parser))

return parser;

}

throw new NotSupportedException($"Unsupported localization format:
{fileExtension}");
}
}

Jlicrunr I'.16 - CsvLocalizationParser.cs
using System.IO;

public class CsvlLocalizationParser : ILocalizationParser

{
public QuestlLocalization Parse(string content)
{
QuestLocalization localization = new QuestlLocalization();
using (StringReader reader = new StringReader(content))
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string line;
while ((line = reader.ReadLine()) != null)
{

var parts = line.Split(',");

if (parts.Length < 3) continue;

int id;
if (lint.TryParse(parts[0], out id)) continue;

var step = new QuestStepLocalization{ Id = id };
step.Description["en"] = parts[1];
step.Description["ru"] = parts[2];

if (parts.Length > 3) step.Description["ua"] = parts[3];

localization.Steps.Add(step);
}
}

return localization;

Jicrunr I'.17 - JsonLocalizationParser.cs
using Newtonsoft.Json;

public class JsonLocalizationParser : ILocalizationParser

{
public QuestlLocalization Parse(string content)
{
return JsonConvert.DeserializeObject<QuestLocalization>(content);
}
}

Jlicruur I'.18 - ILocalizationParser.cs
public interface ILocalizationParser

{
}

QuestLocalization Parse(string content);



